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Editors'  Letter 

With  ENTERPRISER  second  season  now  tinder 
way,  we’ve  turned  our  attention  back  to  STAR 
TREK’s  youngest  child.  This  issue  we’ve  got  inter¬ 
views  with  two  ok  the  show’s  most  influential 
figures  executive  producer  Brannon  Braga, 
and  Scott  Bakula. 

Scott  talked  to  us  about  how  pleased  he  was  to 
return  for  the  second  year,  despite  having  had  a 
chance  to  relax  with  his  family  during  the  show’s 
hiatus;  he  had  missed  his  castmates,  and  was 
looking  forward  to  another  interesting  mix  of 
stories  for  the  captain  and  his  crew. 

Brannon  Braga  had  already  written  several 
second-season  shows  when  we  talked  to  him.  As 
you’ll  see,  he  was  willing  to  drop  a  few  hints  about  what 
you  can  expect  from  the  show  this  year. 

We  also  caught  up  with  one  half  of  ENTERPRISES  VFX  team.  Supervisor 
Ronald  B.  Moore  handles  the  effects  for  alternate  episodes,  and  was  hard  at  work  in 
the  edit  bay  on  shows  for  the  new  season.  But  he  was  delighted  to  look  back  at  the  last 
year,  which  he  describes  as  one  of  the  best  of  his  working  life.  Like  everybody  in  the 
VFX  team,  Ron  works  closely  with  his  boss,  Dan  Curry,  who  took  a  special  interest  in 
the  show’s  alien  landscapes  and  CG  creatures.  As  Dan  always  says,  their  job  is  simply 
to  do  the  best  work  they  can.  We’ll  be  dealing  with  the  rest  of  the  VFX  team  in  a 
couple  of  months’  time  when  we  talk  to  the  show’s  other  supervisor,  Mitch  Suskin. 

That  wasn’t  quite  enough  ENTERPRISE  for  us,  so  we  got  senior  illustrator  Doug 
Drexler  to  share  his  memories  of  how  the  design  of  the  ship’s  grappler  hooks  and 
phase  cannons  evolved  as  he  worked  on  them  with  the  producers. 

We’re  also  very  pleased  to  have  the  chance  to  sit  down  with  Nichelle  Nichols,  who  as 
Lieutenant  Uhura  has  had  a  profound  influence  on  generations  of  black  women.  As 
she  told  us,  she’s  as  busy  as  ever;  having  completed  her  second  novel,  she  now  has  plans 
to  record  an  album  and  is  launching  a  new  jewelry  collection. 

STAR  TREKS  most  prolific  director,  Winrich  Kolbe,  looks  back  at  his  many  stints  on 
STAR  TREK:  THE  NEXT  GENERATION  Robert  O’Reilly  continues  his  discussion  of 
what  it  was  like  to  play  the  Klingon  Chancellor  Gowron,  this  time  turning  his  attention 
to  his  appearances  on  STAR  TREK:  DEEP  SPACE  NINE,  when  he  found  Gowron 
increasingly  villainous. 

Technical  expert  Rick  Sternbach  is  back  with  another  entry  from  the  Starfleet 
Technical  Database.  This  time  he  has  taken  a  look  at  Klingon  weapons,  from  bat’leths 
to  disruptors.  Once  again,  STAR  TREK:  VOYAGERS  Tim  Earls  has  produced  some 
wonderful  CG  illustrations  to  accompany  the  article.  Finally,  we’ve  taken  a  look  at  the 
STAR  TREK computer  games  you  can  expect  to  see  in  the  next  few  months. 

This  month’s  briefings  feature  a  closeup  look  at  the  hull  of  the  U.S.S.  Enterprise 
NCC-1 701  -D  and  a  few  of  its  essential  systems;  a  rundown  on  Sulu’s  career;  informa¬ 
tion  on  the  Dinaal  and  their  flying  hospital;  and,  last  but  not  least,  a  survey  of  several 
of  the  alien  races  Captain  Kirk  encountered  on  his  first  mission. 

Next  month  we’ll  be  talking  to  Leonard  Nimoy  about  directing  STAR  TREK  III: 

THE  SEARCH  FOR  SPOCK  and  turning  our  attention  to  TNGS  fifth  season. 


The  Editors 


Scott  Bakula 


Scott  Bakula  is  one  of  America’s  best-loved  actors.  He  won  a  Golden  Globe 
award  and  four  Emmy  nominations  for  his  portrayal  of  Dr.  Sam  Beckett  in  the 
long-running  TV  series  'Quantum  Leap,’  and  other  honors  include  an  aston¬ 
ishing  five  Viewers  for  Quality  Television  awards.  His  recent  movie  appearances 
include  roles  in  ‘American  Beauty’  and  'Life  as  a  House.’ 


Brannon  Braga 

ENTERPRISE ’s  co-creator  and 
executive  producer  first  joined 
STAR  TREK:  THE  NEXT 
GENERATION  more  than  a 
decade  ago.  Since  then  he  has 
risen  through  the  ranks  to  become 
one  of  the  franchise’s  most 
important  figures;  he  has  co¬ 
written  two  STAR  TREK  feature 
films,  and  was  STAR  TREK: 

VOYA GER  s  show-runner  before 
moving  on  to  ENTERPRISE.  He 
also  contributed  to  the  script  for 
the  movie  ‘Mission:  Impossible  2’ 


Nichelle  Nichols 

There  is  no  question  that  Nichelle 
Nichols  is  an  American  icon.  As 
Lieutenant  Ulrura,  she  was  one 
of  the  first  African-American 
women  to  win  a  recurring  TV 
role  on  television  that  wasn’t  as  a 
maid  or  a  housekeeper,  and  has 
worked  with  NASA  to  help 
recruit  women  and  members  of 
ethnic  groups  to  the  space 
program.  She  is  an  accomplished 
singer  who  once  toured  with  the 
legendary  Count  Basie,  and  is 
now  a  fully-fledged  novelist. 


Robert  O'Reilly 

Robert  O’Reilly  is  best  known  as  the  KJingon 
leader  Chancellor  Gowron,  but  he  is  also  a  well- 
regarded  stage  actor  and  director  who  is  closely 
associated  with  Los  Angeles’  Colony  Theatre.  His 
movie  roles  include  appearances  in  ‘Moonbase,’ 
‘Candyman  3,’  and  ‘The  Mask.’  In  this  issue  he 
discusses  Gowron’s  appearances  on  STAR  TREK: 
DEEP  SPACE  NINE. 


Bradley  M.  Look 

Makeup  artist  Bradley  M.  Look  is  an  integral  part  of  Michael  Westmore’s  team. 
His  work  has  been  recognized  with  four  Emmy  nominations,  including  a  win  for 
the  STAR  TREK:  VOYAGER  episode  ‘Threshold’;  he  also  contributed  to  STAR 
TREK:  FIRST  CONTACT  and  STAR  TREK:  INSURRECTION  Outside  the 
franchise,  he  has  worked  on  the  movies  ‘Congo’  and  ‘The  Flintstones  in  Viva 
Rock  Vegas’  and  has  taught  classes  in  film  and  television  makeup  at  UCLA.  He 
is  one  of  the  co-authors  of  ‘STAR  TREK:  Aliens  and  Artifacts,’  and  this  month 
begins  contributing  an  occasional  column  on  STAR  TREK  makeup. 


Rick  Sternbach  and  Tim  Earls 

For  many  years  Rick  Sternbach  was  one  of  STAR  TREICs  most  influential  illustrators;  he  worked  on  concepts  for 
countless  pieces  of  equipment,  and  many  major  ships  including  the  US. S.  Voyager  NCC-7 4656,  the  Delta  Flyer,  and  the 
U.S.S.  Prometheus.  He  is  also  the  co-author  of  the  'STAR  TREK:  THE  NEXT  GENERATION  Technical  Manual’  and  the 
‘STAR  TREK:  DEEP  SPACE  NINE  Technical  Manual.’  He  now  writes  an  occasional  series  of  articles  on  STAR  TREK 
technology  for  this  magazine,  and  his  work  for  us  is  illustrated  by  'T  im  Earls,  who  spent  several  years  working  as  a  set 
designer  on  STAR  TREK:  VOYAGER ;  he  is  now  working  on  the  upcoming  movie  ‘The  Italian  Job.’ 


Visual  Effects:  Ronald  B.  Moore  and  Team 

ENTERPRISE’S,  VFX  team  is  split  into  two  groups,  which  handle  alternating  episodes  under  the  supervision  of  VFX 
producer  Dan  Curry  and  his  boss  Peter  Lauritson.  During  the  show’s  first  season,  Ronald  B.  Moore  worked  with  CG 
effects  houses  Eden  FX  and  Foundation  Imaging,  and  used  the  edit  bays  at  CIS;  he  also  called  upon  the  skills  of  Bruce 
Branit  at  Strange  Engine  for  several  sequences.  The  workload  for  the  ENTERPRISE  pilot  was  so  great  that  former  VFX 
supervisor  David  Stipes  returned  to  supervise  two  episodes,  winning  an  Emmy  nomination  for  ‘Breaking  the  Ice.’ 


Doug  Drexler 

Doug  Drexler  has  worked  on  STAR 
TREK  in  many  capacities  over  the 
years:  he  joined  the  franchise  as  an 
Oscar-winning  makeup  artist,  then 
worked  as  a  scenic  artist  before 
becoming  an  illustrator  and  devel¬ 
oping  concepts  for  everything  from 
starships  to  alien  technology.  Now 
a  member  of  ENTERPRISE' s  art 
department,  Doug  was  intimately 
involved  with  the  creation  of  Captain 
Archer’s  ship,  the  Vulcan  Surak  class, 
and  the  Klingon  Raptor.  This  month, 
he  discusses  the  evolution  of  Enterprise 
NX-0  Us  grappling  lines  and  phase 
cannons. 
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Commentary  by  the  director, 
writer/producer,  director  of 
photography  and  a  cast  member. 
Text  Commentary  by 
the  co-authors  of 
The  Star  Trek  Encyclopedia. 


•DISC  2 

•  CAPTAIN'S  LOG  -  New  and  exclusive  interviews  with  key  cast  members. 

•  THE  STAR  TREK  UNIVERSE 

-  Space  Docks  and  Birds  of  Prey-  Interviews  with  ILM  model  creators. 

-  Speaking  Klingon-  An  account  of  the  creation  of  the  Klingon  language. 

-  Klingon  and  Vulcan  Costumes-  Featuring  the  original  designers  of 
the  jewelry,  costumes  and  makeup. 

•  TERRAFORMING  AND  THE  PRIME  DIRECTIVE 

-  A  featurette  on  Terraforming  with  a  NASA  scientist. 

•  ARCHIVES 

-  Storyboards 

-  Photos 
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We  bring  you  an  exclusive  interview  with 
Scott  Bakula,  the  captain  of  ENTERPRISE. 

6  News  Review 

A  look  at  the  latest  STAR  TREK  events. 

8  STAR  TREK  in  Las  Vegas 

A  roundup  of  our  visit  to  Creation 
Entertainment’s  convention  in  Vegas. 

10  Listings 

Details  of  new  STAR  TREK  merchandise 
and  upcoming  conventions. 

14  Scott  Bakula 

Scott  Bakula  evaluates  ENTERPRISE’S  first 
season  and  looks  forward  to  the  second  year. 

20  STAR  TREK  Makeup 

ENTERPRISE  makeup  artist  Bradley  M. 
Look  reveals  how  some  of  the  alien  designs 
seen  on  the  original  S  TAR  TREK  were 
inspired  by  ‘The  Outer  Limits.’ 

23  Brannon  Braga 

ENTERPRISE’S  executive  producer  reveals 
his  hopes  for  the  new  season. 

28  Catching  Up  with 

Nichelle  Nichols 

Nichelle  talks  about  her  recent  novel  and 
her  plans  to  record  a  jazz-blues  album. 

30  Winrich  Kolbe 

We  talk  to  STAR  TREK’S  most  prolific 
director  about  his  work  on  STAR  TREK: 

THE  NEXT  GENERATION. 


We  take  a  look  at  the  visual  effects 
from  the  first  season  of  ENTERPRISE. 

50  ENTERPRISE  Visual  Effects: 

Ronald  B.  Moore  and  Team 

Ronald  B.  Moore  and  the  other  team 
members  discuss  the  challenges  they  faced 
during  a  busy  first  season,  and  explain  how 
many  of  the  effects  were  created. 


We  take  a  close  look  at  the  surface 
detail  on  the  U.S.S.  ENTERPRISE. 


A  guide  to  some  of  the  systems  and 
facilities  on  the  U.S.S.  ENTERPRISE. 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Surface  Detail:  Saucer  Section 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Surface  Detail:  Stardrive  Section 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Tactical  Station 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Tractor  Beams 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Phaser  Range 


U.S.S.  ENTERPRISE  NCC-1701-D: 
Sensor  Systems 


Briefing  2 


panes  58-63 


A  review  of  the  life  and  times  of  Sulur 
one  of  Star  fleet’s  most  famous  officers. 

•  Hikaru  Sulu 


Briefing  1 

U.S.S.  ENTERPRISE 
NCC-1701-D 

pages  34-49 


64  Starfleet  Technical  Database 

Rick  Sternbach  provides  us  with  a  detailed 
technical  guide  to  Klingon  weapons. 

68  Robert  O'Reilly 

In  a  continuation  of  last  month’s  interview, 
Robert  O’Reilly  talks  about  how  his 
character,  Chancellor  Gowron,  evolved 
during  STAR  TREK:  DEEP  SPACE  NINE. 


An  examination  of  the  Dinaal  and  their 
massive,  floating  hospital  ships. 


•  The  Dinaal 

•  The  Dinaal  Hospital  Ship: 
Red  Level 

•  The  Dinaal  Hospital  Ship: 
Blue  Level 


•  The  Dinaal  Hospital  Ship: 
CG  Views 


Check  out  our  artwork  of  the  wards 
found  on  the  Dinaal  hospital  ships. 


ENTERPRISE’S  phase  cannons  went  through 
several  designs  before  the  art  department 
arrived  at  the  final  shape. 


82  ENTERPRISE  Phase  Cannons 

and  Grappling  Hooks 

The  design  of  Enterprise  NX- 01  ’s  phase 
cannons  and  grappling  hooks  was  developed 
by  Doug  Drexler;  as  he  remembers,  the 
producers  had  him  explore  several  different 
looks. 

102  Activision:  New  Games 

We  talk  to  Activision  about  two  of  their  up¬ 
coming  games,  ‘ STAR  TREK:  Elite  Force  IF 
and  ‘ STAR  TREK Starfleet  Command:  THE 
NEXT  GENERATION 1 


110  Readers’  Pages 

Your  views  and  queries. 

112  Assimilating  a  bird  feeder 

Learn  how  the  art  department  turned 


innocent  bird  feeders  into  sophisticated 
Borg  technology. 


We  take  a  look  at  Activision’s  plans  for  the 
future  of  STAR  TREK  gaming. 


Briefing  4 

23rd  Century 
Aliens 


23rd  century  aliens  includes 
troublesome  tribbles. 


A  species  that  hates  Klingons. 

Gorgon 

An  evil  noncorporeal  life  form. 

Sylvia  and  Korob 

Extragalactic  aliens. 

The  Platonians 

A  race  that  admired  the  ancient  Greeks. 

Trelane 

A  semi-omnipotent  child. 


•  Bele  and  Lokai 

A  story  of  racial  hatred. 


•  The  Excalibans 


Rocklike  creatures  with  powerful 


abilities. 


Bele  came 
from  a  society 
that  was 
ultimately 
destroyed 
because  of 
racial  bigotry. 


Martok  takes  on  STAR  TREK  IV 

Paramount  Home  Entertainment  have  recruited  J.G.  Hertzler  (best  known 
as  STAR  TREK:  DEEP  SPACE  MNE’s  General  Martok)  to  produce  the  DVD 
collector’s  edition  of  STAR  TREK IV:  THE  VOYAGE  HOME.  The  fourth 
STIR  TREK  movie  is  one  of  the  most  popular  installments  of  the  series,  and 
involves  the  crew  traveling  back  to  1 980’s  San  Francisco  to  save  a  pair  of 
humpback  whales.  The  new  DVD  is  scheduled  for  release  in  2003. 


STAR  TREK  II:  THE  WRATH  OF  KHAN 


Director  Nicholas  Meyer  and  ‘Khan’ 
star  Ricardo  Montalban  were  the  main 


guests  among  hundreds  who  attended 
the  screening  of  the  Director’s  Edition 
of  STAR  TREK  II:  THE  WRATH  OF  KHAN 
at  Paramount  Pictures’  Hollywood 
studio  on  Wednesday,  July  31. 

The  screening  was  preceded  by  a 
reception  in  the  lobby  of  the  studio’s 
main  movie  theater,  which  was 
decorated  with  a  number  of  props  and 
items  from  the  film,  including  Khan’s 
costume  and  Spock’s  sarcophagus. 
Before  the  film  was  shown,  Nick  Meyer 
and  Ricardo  Montalban  -  who  received 
a  lengthy  standing  ovation  -  talked 
about  their  experiences  on  the  movie. 

The  film  was  released  on  DVD  on 
August  6,  in  a  two-disk  set  that 
contains  more  than  four  hours  of  bonus 
documentary  material,  plus  a  commen¬ 
tary  from  Nick  Meyer. 


Nicholas  Meyer  and  Ricardo  Montalban 
attended  STAR  TREK  Il’s  premiere. 


Jeff  Corey  R.I.P. 

The  actor  Jeff  Corey,  who  played 
Plasus  in  the  STAR  TREK  episode 
‘The  Cloud  Minders,’  died  August 
16  at  the  age  of  88.  His  other 
major  STAR  TREK  connection  was 
that  he  was  Leonard  Nimoy’s 
acting  coach;  in  fact,  Corey  was 
one  of  Hollywood’s  most  admired 
teachers,  but  had  only  turned  to 
coaching  after  being  blacklisted  for 
refusing  to  name  names  in  front  of 
the  House  Committee  on  Un- 
American  Activities.  His  many 
students  included  James  Dean, 
Jane  Fonda,  Robin  Williams,  and 
Jack  Nicholson. 


Production  on  ENTERPRISE  continued  at  full  pace  during  July  and  August. 

The  third  episode  of  the  season,  ‘Minefield,’  was  filmed  July  19-31  and  was  directed  by  James 
Contner,  who  helmed  the  first-season  show  ‘Dear  Doctor.’  At  the  beginning  of  August  the  crew 
turned  their  attention  to  ‘A  Night  in  Sickbay,’  which  involves  a  major  role  for  Captain  Archer’s  dog 
Porthos.  After  that,  STAR  TREK:  VOYAGER'S  Roxann  Dawson  returned  to  Paramount  to  direct  the 
next  episode,  ‘Dead  Stop,’  which  picks  up  after  the  events  of  ‘Minefield.’ 

Meanwhile,  the  visual  effects  department  have  moved  into  new  editing  suites  a  few  blocks  away 
from  the  studios,  with  an  expanded  Eden  FX  imaging  house  moving  into  offices  nearby. 


'Dead  Like  Me' 

STAR  TREK:  VOYAGER’S  Bryan  Fuller  has  started 
production  of  the  pilot  for  ‘Dead  Like  Me,’  which 
stars  Mandy  Patinkin  and  Ellen  Muth.  The  story, 
written  by  Bryan,  deals  with  a  young  woman  who 
is  killed  in  a  freak  accident  and  is  given  the  job 
of  bringing  people  to  the  afterlife. 


Another  for  the  Zone 

STAR  TREK:  DEEP  SPACE  NINE  veteran 
Robert  Hewitt  Wolfe  joins  the  list  of  TREK 
writers  working  on  ‘The  Dead  Zone’  -  he’s 
working  on  a  story  for  Michael  Piller,  and 
may  also  write  the  teleplay. 
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ADVERTISEMENT 


illCHNOSGOUl 

Make  your  cell  phone 
“hands-free”.. in  seconds! 

Navigator  Hands-Free  Kit ™  turns  your  cell  phone  into  a  speakerphone ,  powers  and  charges ,  and  moves 
between  cars  without  expensive  adapters  or  installation. 


by  John  Bell 


TechnoScout.com 


Where  high  tech  hits  home 


For  years,  we  have  found  high  tech  solutions 
from  the  innovators  and  brought  them  directly 
to  you. ..months  before  they  were  available  in 
stores.  Now,  TechnoScout.com  is  the  high-tech, 
low-stress  way  to  a  better  life. 

Navigator  Hands-Free  Holder/Charger 

. $59.95  $6.95  S&H 

Additional  Units . $49.95  each 

Please  specify  Motorola  StarTAC,  Nokia  6100/5100 
series  or  Ericsson  600/700. 

Please  mention  product  code  9099-18977. 

For  fastest  service,  call  toll-free  24  hours  a  day 

800-992-2966 

To  order  by  mail,  send  check  or  money  order  for  the  total  amount 
including  S&H.  To  charge  it  to  your  credit  card,  enclose  your 
account  number  and  expiration  date. 

Virginia  residents  only — please  add  4.5%  sales  tax. 


This  all-in-one  unit  goes  with  you  from 
car  to  car.  All  you  have  to  do  is  plug  it  in. 
Try  it  for  yourself... risk-free.  There's  no 
reason  to  endanger  the  safety  of  you  and 
your  passengers.  Now,  anyone  can  turn 
their  cell  phone  into  a  hands-free 
speakerphone  in  seconds.  The  Navigator 
Hands-Free  Kit  comes  with  a  one-year 
manufacturer's  limited  warranty  and 
TechnoScout's  exclusive  risk-free  home 
trial.  If  you  are  not  completely  satisfied 
for  any  reason,  simply  return  it  within 
90  days  for  a  full  "No  Questions  Asked" 
refund. 


It's  a  fact,  more  and  more  automobile 
accidents  are  being  blamed  on  the  use  of 
cell  phones  while  driving.  In  fact,  accord¬ 
ing  to  a  study  by  the  New  England  journal  of 
Medicine,  drivers  who  talk  and  travel  are  four 
times  as  likely  to  get  in  an  accident.  Some 
states  are  considering  banning  cell  phone  use 
in  cars,  unless  it's  hands  free.  Until  now,  if 
you  wanted  to  purchase  an  adapter  for  your 
car,  you  were  forced  to  buy  one  from  the 
phone  manufacturers  or  cell  phone  carriers. 
Now,  there's  a  great  new  product  that  lets 
you  keep  both  hands  on  the  wheel  while 
using  your  cell  phone:  the  Navigator 
Hands-Free  Kit™. 


No  more  dangerous  driving.  Chances  are, 
you've  seen  people  driving  down  the  road, 
cradling  a  cell  phone  on  their  shoulder,  as 
they  try  to  carry  on  a  conversation  while 
navigating  traffic.  With  the  increasing  num¬ 
ber  of  cell  phone  users  on  the  road,  the 
problem  has  gotten  progressively  worse. 

You've  seen  them,  drifting  across  the  center 
line  while  they're  talking  on  the  phone.  For 
that  very  reason,  some  states  have  enacted 
legislation  banning  the  use  of  cell  phones  in 
cars,  unless  they  are  operated  hands-free.  Now, 
there's  a  great  new  way  to  carry  on  conversations 
that's  safe,  convenient  and  affordable.  The 
Navigator  Hands-Free  Kit  is  a  snap  to  install  and 
incredibly  easy  to  use.  Now  you  can  turn  your  cell 


Hands-free 
speaker 


Volume 

control 


Microphone 


phone  into  a  car  speakerphone.  This  enables 
you  to  keep  both  hands  on  the  wheel  while  using 
your  Motorola,  Nokia  or  Ericsson  cellular  phone. 
No  more  cradling  the  phone  between  your  ear 
and  your  shoulder... and  no  more  dangerous 
one-handed  driving. 

Installs  in  seconds.  Simply  plug  the  DC  adapter 
into  your  car's  cigarette  lighter  and  set  your  phone 
in  the  cradle.  A  special  connector  in  the  base 
recharges  your  phone,  saves  your  battery  and 
converts  your  conversations  to  speakerphone  mode. 
The  speaker  at  the  top  of  the  cradle  provides  your 
in-car  audio  and  the  microphone  at  the  bottom 
captures  your  voice.  The  unit  also  features  a  built- 
in  volume  control  and  an  adjustable  swivel 
connector  between  the  cradle  and  the  DC  plug  for 
perfect  positioning  in  almost  any  vehicle. 

Why  pay  hundreds  of  dollars?  Service  plans  are 
not  the  only  way  that  cellular  phone  companies 
generate  their  explosive  profits.  Accessories  are  a 
major  source  of  profit  for  these  firms,  and  they 
want  to  keep  it  that  way.  They  would  like  to  sell 
you  their  hands-free  adapters,  chargers  and  power 
sources  separately.  Then,  they  would  like  for  you 
to  pay  their  technicians  to  install  these  products  in 
your  car.  They  pull  up  carpet,  remove  molding 
and  install  permanent  wires  in  your  vehicle. 


A  Comtrad  Industries  Company 


IGHHOSCOIQ) 

1 998  Ruffin  Mill  Road 
Colonial  Heights,  Va  23834 


No  installation  required. 

You  simply  plug  the  holder 
into  your  car's  cigarette 
lighter  and  place  your 
cellular  phone  in  the  charger. 
You  can  enjoy  a  clear  conver¬ 
sation  and  keep  both  hands  on 
the  wheel. 


Why  pay  your 
cellular  carrier  for 
expensive  adapters? 


The  Official  STAR  IREK 
Las  Vegas  Convention 


The  Las  Vegas  Hilton  was  the  home  of  an  official 
Creation  Entertainment  convention  on  August  2-4. 
Evening  parties  were  held  in  Quark’s  Bar  at  STAR  TREK: 
The  Experience,  and  among  the  headline  guests  on  stage 
were  William  Shatner  and  Kate  Mulgrew. 


The  weekend  kicked  off 

early,  with  a  pre-convention 
party  on  Thursday  night 
hosted  by  TNN  at  Quark’s 
Bar  that  featured  Ethan 
Phillips  and  Robert  Picardo 
performing  on  stage. 

Guests  and  parties 

Majel  Barrett  Roddenberry  was 
first  on  the  main  stage  in  the  Las 
Vegas  Hilton’s  convention  center 
on  Friday,  followed  by  the  Ferengi 
Family  Hour,  performed  by  Max 
Grodenchik,  Aron  Eisenberg, 


Chase  Masterson,  and  Lolita 
Fatjo;  the  afternoon’s  guests 
were  Nichelle  Nichols,  Tim  Russ, 
Eugene  Roddenberry,  and  Marina 
Sirtis.  Those  with  party  tickets 
were  back  at  Quark’s  Bar  for  the 
evening  to  hear  Nichelle 
Nichols  and  Chase 
Masterson  sing, 
and  later,  in  the 
hotel’s  main 
ballroom,  Tim 
Russ  and  his 
band  performed 
in  cabaret. 


Nichelle  Nichols  and  Chase  Masterson  each  sang  a  selection 
of  numbers  at  Quark’s  Bar  on  Friday  evening;  Marina  Sirtis 
(inset)  appeared  on  the  main  stage  earlier  in  the  day. 


Saturday’s  high  spot  was 
the  presentation  of  Creation’s 
Lifetime  Achievement  Award  to 
Leonard  Nimoy.  He  was  joined 
on  stage  by  George  Takei,  Walter 
Koenig,  Nichelle  Nichols,  and 
William  Shatner,  who 

handed  him  the  award 
in  recognition  of  his 
career  and  chari¬ 
table  works. 
Other  guests 
on  stage  that 
day  included 
former  STAR 
TREK  producer 
Michael  Piller  and 
actor  Anthony 
Michael  Hall,  who 
answered  questions  on 
their  USA  Network  show  ‘The 
Dead  Zone’;  ENTERPRISE 
executive  producer  Brannon 
Braga;  Robert  Duncan  McNeill 
and  Roxann  Dawson;  and  Oscar- 
winning  actress  Hilary  Swank, 
who  talked  about  her  new 
Paramount  sci-fi  movie  ‘The 
Core,’  which  also  stars  Alfre 
Woodard. 

Back  at  Quark’s  Bar  for  the 
evening,  Max  Grodenchik  sang 
on  stage,  and  was  followed  by 
the  ‘butterfly  girls'  from  the 
ENTERPRISE  pilot  -  twin  sisters 
Diane  and  Elaine  Klimaszewski. 


Ethan  Phillips  played  saxophone 
and  Robert  Picardo  sang  at  a 
party  hosted  by  TNN  at  Quark’s 
Bar  on  Thursday  evening. 


‘The  Ferengi  Family  Hour’  took 
to  the  stage  on  Friday. 


Actor  Michael  Anthony  Hall  and 
former  STAR  TREK  producer 
Michael  Piller  talked  about  their 
new  show ;  ‘The  Dead  Zone.  ’ 
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William  Shatner  et  al 
joined  Leonard  Nimoy 
on  stage  for  the  presen¬ 
tation  of  a  Lifetime 
Achievement  Award. 


Executive  producer  Brannon 
Braga  looked  forward  to  the 
future  for  ENTERPRISE. 


Kate  Mulgrew  talked  about  life  as  a 
political  candidate’s  wife  and  recalled 
her  time  on  STAR  TREK:  VOYAGER. 


On  Sunday,  Dominic  Keating, 
Anthony  Montgomery,  and  Linda 
Park  were  the  ENTERPRISE 
guests,  followed  by  Nana  Visitor 
and  Terry  Farrell  from  STAR 
TREK:  DEEP  SPACE  NINE. 

Some  of  STAR  TREK’s  famous 
behind-the-scenes  names  were 
also  present  during  the  weekend, 
including  makeup  designer  and 
supervisor  Michael  Westmore, 
who  talked  about  how  he  created 
the  look  of  some  of  the  shows’ 
most  famous  aliens  and  also 
previewed  some  shots  from 
STAR  TREK  NEMESIS.  And,  on 
Sunday  morning,  special  guests 
in  the  signing  room  included 
STAR  TREK:  VOYAGER’S  Jennifer 
Lien  and  Vaughn  Armstrong, 
ENTERPRISE’S  Admiral  Forrest. 


Hilary  Swank  described  her  role 
in  Paramount’s  new  sci-fi  movie 
‘The  Core.’ 


Michael  Westmore  talked  about 
finding  inspiration  to  create 
STAR  TREK’s  aliens. 


Max  Grodenchik  was  the 
main  attraction  at  Quark’s  Bar 
on  Saturday  evening. 


Nana  Visitor  and  Terry  Farrell 
recalled  life  on  DEEP  SPACE  NINE. 


ENTERPRISE’S 
Anthony  Mont¬ 
gomery  and 
Dominic  Keating, 
followed  by 
Linda  Park, 
talked  about 
the  show. 


W£B  ADDRESS 

Check  us  out  online  at 
www.stmagazine.com 
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Conventions 

Several  licensed  STAR 
TREK  conventions  are 
scheduled  to  take  place 
in  October,  including: 

Creation 

Entertainment 

October  25-27;  Dearborn ,  Ml 

Guests  on  October  25  include 
George  Takei,  Walter  Koenig; 
Guests  on  October  26  include 
Connor  Trinneer,  Nana  Visitor, 
Robert  Duncan  McNeill; 

Guests  on  October  27  include 
William  Shatner 

Slanted  Fedora 
Entertainment 

October  5-6;  El  Paso,  TX 

Guests  include:  Michael  Dorn, 
Robert  Picardo,  Marina  Sirtis, 
Ethan  Phillips,  Nicole  deBoer 

October  11-13;  Raleigh-Durham, 

NC  Guests  include  Nana  Visitor, 
Denise  Crosby,  Garrett  Wang,  Max 
Grodenchik,  Aron  Eisenberg, 

Chase  Masterson,  J.G.Hertzler 

The  following  are  one-day  shows 
with  Marina  Sirtis  and  Aron 
Eisenberg  scheduled  to  appear 
at  all  of  them: 

October  15;  Buffalo,  NY 
October  16;  Syracuse,  NY 
October  17;  Hartford,  CT 
October  18;  Wilkes-Barre,  PA 
October  19;  Hers  hey,  PA 
October  20;  Pittsburgh,  PA 

For  more  information  visit  www.startrek.com. 

All  guests  are  subject  to  confirmation.  This  informa¬ 
tion  is  correct  at  the  time  of  going  to  press.  STAR 
TREK:  The  Magazine  and  Paramount  Pictures  are 
not  responsible  for  any  losses  arising  from  changes 
in  the  planned  program. 


October 

STAR  TREK  III: 

THE  SEARCH  FOR 
SPOCK  -  The 
Special  Collector’s 
Edition  is  released 
on  October  22  and 
features  a  host  of 
extras,  including  a 
commentary  by 
director  Leonard 
Nimoy. 


Books  -  October 


Star  Charts:  The 
Complete  Atlas 
of  STAR  TREK 

Geoffrey  Mandel 
Trade  paperback 
ISBN:  0-7434-3770-5 
Price  to  be  confirmed 


STAR  TREK:  DS9 
Cathedral 

Michael  A.  Martin  & 

Andy  Mangels 
Pocket  Books,  paperback 
ISBN:  0-7434-4564-3 
$6.99 


STAR  TREK: 

Gateways 

What  Lay  Beyond 

Susan  Wright  et  al 
Pocket  Books,  paperback 
ISBN:  0-7434-5683-1 
$6.99 


The  Merchant 
Prince 
Outrageous 
Fortune 

Armin  Shimerman  & 
Chelsea  Quinn  Yarbo 
Pocket  Books, 
paperback 

ISBN:  0-671-03593-2 
$6.99 


Out  Now 

Toy  designers  Art  Asylum 
have  produced  a  range  of 
ENTERPRISE  collectables, 
including  seven-inch 
‘Broken  Bow’  action 
figures.  This  set  comprises 
Captain  Archer,  T’Pol, 
Malcolm  Reed,  Travis 
Mayweather,  Klang,  and 
Silik.  Individual  figures 
retail  at  $9.95. 

There  is  also  a  Starfleet 
phase  pistol  and  communi¬ 
cator  set.  The  phase  pistol 
opens  to  reveal  an  energy 
cell,  and  the  communicator 
has  a  flip-top  action  with 
lights  and  sounds, 
including  the  voice  of 
Captain  Archer.  The  set 
costs  $25.95. 

Lastly,  there  is  a  12-inch 
model  of  Enterprise  NX-01 
that  features  authentic 
sounds,  light-up  action 
warp  nacelles,  and  a 
deflector  array  and  impulse 
engines  that  change  light 
intensity.  It  costs  $24.99. 
For  more  information  see 
www.artasylum.com. 


Art  Asylum  have  created  a  set  of  highly-detailed  seven-inch  ENTERPRISE 
‘Broken  Bow’  action  figures,  each  of  which  comes  with  its  own  accessories. 


The  pistol  and  communicator  set  are  The  model  of  ENTERPRISE  NX-01  was 
replicas  of  those  seen  in  ENTERPRISE.  built  using  scans  of  the  filming  model. 
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Interview 


I  missed 
the  cast,  so  it 
was  £ood  to 
see  all  of 
them,  and 
we  re  off  and 
running! 


"There's  a  nice  excitement 
level  here  again" 

Captain  Archer’s  first  year  out  in  space  on  humankind’s  first  voyage  of  discovery 
has  seen  conflict,  danger,  and  a  little  romance.  Scott  Bakula  talks  to  us  about  the  journey 

so  far,  and  looks  ahead  to  ENTERPRISE’S  future. 


We  talked  to  Scott  Bakula  while  he  took  a 
break  in  his  trailer  during  the  filming  of 
the  new  season’s  fourth  show.  The  cast  had 
been  back  at  work  for  a  month,  and  Scott 
is  happy  with  the  way  things  are  going.  He 
says,  “It’s  a  much  more  relaxed  atmosphere,  but  at  the 
same  time  there’s  a  nice  excitement  level  here  again. 
The  scripts  have  been  terrific,  and  I  think  there’s  a 
nice  familiarity;  it’s  not  like,  ’How  are  we  going  to  get 
back  into  the  season?’  Everybody’s  jumping  in  fast.  So 
it’s  great  to  be  back.  I  like  all  these  people  here  -  I 
missed  the  cast,  so  it  was  good  to  see  all  of  them,  and 
we’re  off  and  running!” 

Keeping  it  open 

This  year’s  shows  kicked  off  with  the  second  part 
of  ‘Shockwave,’  and  Scott  is  enthusiastic.  “I  think  it 
wrapped  up  great,”  he  says.  “They’re  bouncing  the 
balls  in  the  air  with  this  whole  Suliban  and  Temporal 
Cold  War  thing,  and  Daniels  from  the  future.  There’s 
a  lot  of  information  there,  and  I  think  they’ve  done 
a  nice  job  of  wrapping  it  up  and  yet  keeping  it  wide 
open  so  that  we  can  just  keep  plumbing  that  area. 

The  fans  seem  to  love  it  and  we  seem  to  be  having 
a  lot  of  success  with  it,  and  it’s  fun  to  do.” 

Archer’s  having  trouble  getting  a  handle  on  the  time 


travel  scenario  -  is  Scott  himself  just  as  confused?  “I 
am  to  the  extent  that  Rick  [Berman]  and  Brannon 
[Braga]  haven’t  sat  me  down  and  said,  ‘This  is  our 
plan  for  it!”’  he  laughs.  “We  definitely  find  out  that  I 
play  a  big  part  in  it,  but  we  don’t  know  what  that  is, 
and  I  think  me  being  confused  works  fine  for  my  char¬ 
acter  to  be  confused.  I  think  it’s  great  when  you  have 
a  series  that  you  know  is  going  to  be  here 
for  a  while,  that  has  a  full  season  ahead  of  it,  so  that 
you  can  put  out  these  little  bits  and  pieces  that  are 
enticing,  and  everybody  says,  ‘Well,  what’s  going  to 
happen?  What  does  that  mean?’  and  it’s  compelling.” 

Character  exploration 

There’s  plenty  to  learn,  too,  about  Archer  himself, 
and  Scott  is  enjoying  the  journey  of  discovery.  “I 
think  we’re  kind  of  at  the  tip  of  the  iceberg,  like  we 
are  with  everybody.  1  haven’t  had  people  complain  to 
me,  ‘We  haven’t  heard  anything  about  your  mom  yet’ 
or  ‘We  don’t  know  if  you  have  a  brother  or  sister.’  I 
think  they’ve  done  a  nice  job  of  blending  great  story¬ 
telling  with  backstory,  but  their  goal,  as  they’ve  told 
me,  is  never  to  have  ‘Oh,  here  comes  the  backstory.’ 
They  like  to  wrap  it  up  in  other  scenes  and  other 
ideas  so  you  get  pieces  of  it,  and  I  think  they’ve  done 
a  really  wonderful  job  at  it.  We’ve  talked  a  lot  about 
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Interview 


In  ‘Civilization’  Archer  and  the  crew 
tried  to  find  out  why  a  society  was  being 
poisoned  by  leakage  from  an  alien  reac¬ 
tor.  They  attempted  to  blend  with  the 
population ,  but  were  soon  discovered. 

different  areas  we  can  go  to  with  my  charac¬ 
ter,  and  what  they  will  decide  to  use  and 
save  and  play  out  -  we’ll  all  wait  and  see.” 

As  a  captain,  Archer  faced  up  to  many 
dangers  and  difficulties.  “I  know  people 
were  saying,  'Oh,  your  captain’s  always 
being  beat  up.’  And  I’d  get  a  script  and 
say,  ‘Gosh,  I  keep  charging  into  places  and 
getting  us  all  in  trouble!’  so  I  think  they  may 
attend  to  that  a  little  bit  more  this  year.  But, 
whatever  trouble  I  got  us  into,  I  usually  had 
a  pretty  good  idea  of  a  way  to  get  us  out. 
And  obviously  we  had  T’Pol  and  various 
people  pitch  in  and  come  up  with  better 
ideas  when  I  was  really  in  over  my  head! 

Exciting  experience 

“I  think  it  was  a  relatively  humbling 
experience  for  him,  and  certainly  daunting 
at  times.  But  it  was  also  incredibly  exciting 
and  beyond  his  wildest  dreams,  so  the 
notion  at  the  end  of  the  year,  where  they 
were  going  to  bring  them  back  home  and 
cancel  the  mission,  was  just  unfathomable 
to  him.  As  we  head  into  the  second  year 
in  space,  I  think  he’s  wiser  to  a  certain 
extent,  but  he’s  also  still  carrying  that 


‘Silent  Enemy’  ended  with  a  celebration  in  the  armory,  as  Archer,  Trip,  and  Reed  toasted 
the  “mysterious  friends”  who  had  come  close  to  destroying  the  ship  before  Reed  managed 
to  boost  ENTERPRISE’S  weapons  systems  and  force  them  to  back  off. 


kind  of  wide-eyed  excitement  and  joy  of  being 
out  there  that  he  had  in  the  first  season.” 

Would  Scott  have  solved  any  of  Archer’s 
dilemmas  in  a  different  way?  “Well,  I  still 
remember  the  episode  that  the  good  doctor 
and  I  had  together  [‘Dear  Doctor’],  discussing 
how  to  take  care  of  the  race  that  was  sick  and 


dying;  that  was  a  tough  one  for  everybody, 

I  think,  and  an  interesting,  challenging,  very 
STAR  TREK-i an  concept.  I  don’t  know  what  I 
would  have  done  in  the  real  situation;  I’m  not 
sure  I  could  have  walked  away  the  way  Archer 
did  in  that,  and  agree  to  let  nature  play  out. 

“And  I  would  like  to  think  that,  if  it  were 


Archer  and  the  crew  had  to  lend  a  hand  in  ‘Rogue  Planet,  ’  when  they  encountered  a 
race  who  visited  a  world  in  order  to  hunt  an  indigenous  species  of  shapeshifters.  In  the 
victims’  attempts  to  get  Archer’s  help,  one  of  them  appeared  to  him  as  a  beautiful  woman. 
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A  raid  on  ENTERPRISE  by  a  small  group  of  aliens  left  the  crew  ‘Vox  Sola’  saw  several  crew  members ,  including  Archer ;  near 

unconscious,  apart  from  Trip;  he  revived  Archer  and  T’Pol,  and  to  death  when  an  alien  life  form  took  over  Cargo  Bay  Two  and 

the  attackers  were  eventually  overcome  (‘Acquisition’).  enmeshed  them  in  its  tendrils. 


:  me  personally,  I  would  have  gotten  over  any 
kind  of  feelings  I  had  about  a  particular  group 
of  people,  a  la  the  Vulcans;  but  his  history 
and  his  relationship  to  the  Vulcans  through 
his  father  has  shaped  his  persona,  and  that 
definitely  affected  him.  I  think  we  see  him 
trying  to  shake  that  loose,  and  really  making 
an  effort  to  drop  some  of  his  old  issues  and 
move  through  them.” 

Many  facets 

Of  all  of  STAR  TREK’s  captains,  Scott 
has  had  perhaps  the  widest  variety  of  facets 
to  play,  from  violent  action  to  interspecies 
diplomacy  —  not  that  diplomacy  has  proved 
a  strong  suit  so  far.  “No,  I’m  not  terribly  good 
at  that!”  Scott  laughs.  “I  think  for  me  the  joy 
of  this  so  far  has  been  that  I’ve  gotten  to  do 
so  many  different  things,  and  it  just  keeps  it 
fresh.  We’ll  have  one  episode  that’s  full  of 
action  and  stunts  and  adventure  and  things 
like  that,  which  I  enjoy  doing,  and  then  we’ll 
have  an  episode  that  has  some  lightness  and 
comedy  to  it,  which  I  feel  that  we’re  achieving 
very  nicely,  and  that’s  always  fun  to  do.  Then 
we’ll  get  into  the  dramatic  and  heavy  scenes 
that  are  mentally  challenging.” 

Along  with  ‘Dear  Doctor,’  Scott  enjoyed 

^iVbatever  trouble  I 
^ot  us  into,  I  usually 
bad  a  pretty  £ood  idea 
of  bow  to  £et  us  out  ... 


many  of  last  year’s  shows.  “I  thought  the  pilot 
really  set  the  tone.  It  did  a  wonderful  job  in 
taking  the  chalkboard  and  just  erasing  every¬ 
thing,  and  creating  us  as  our  own  entity  and 
giving  us  life  beyond  the  other  franchises. 

That  was  definitely  the  most  challenging 
aspect  of  starting  this  show,  and  I  think  they 
achieved  that.  And  I  think  the  episode  imme¬ 
diately  following  that,  ‘Fight  or  Flight,’  was 
tremendous  in  setting  up  this  quiet,  deep,  dark 
world  that  we  are  out  into.  As  was  ‘Silent 
Enemy,’  which  was  another  episode  I  loved; 
it  was  unresolved,  but  it  was  definitely  ‘Wow, 
we’re  rolling  around  out  here  and  it’s  a  little 
bit  more  than  we  can  handle,  but  we’re  not 
going  to  tuck  our  tail  between  our  legs’  as  1 
think  Trip  said  at  one  point  ‘and  head 
home.’  But,  gosh,  I  liked  a  lot  of  episodes.  I 
liked  the  guys’  episode  on  the  shuttlepod 
[‘Shuttlepod  One’];  that  was  tremendous;  and 
the  first  Andorian  episode  [‘The  Andorian 
Incident’]  I  thought  was  just  wonderful,  and 
those  guys  were  terrific. 

“We  had  so  many  good  guest  stars  last 
year,  too;  that  was  fun.  It  was  great  having 
Dean  [Stockwell,  his  ‘Quantum  Leap’  costar, 
in  ‘Detained’];  obviously  that  was  a  special 
one  for  me,  and  I  loved  the  desert  episode 
[‘Desert  Crossing’]  because  we  got  to  get 
out  and  have  a  new  look  and  really  expand 
the  vision  of  the  show.  That  was  another  com¬ 
plicated  episode  in  terms  of  what’s  right.  So  I 

After  joining  in  an  energetic  ball  game, 
Archer  and  Trip  were  eventually  held  cap¬ 
tive  and  had  to  make  their  escape  across 
hostile  desert  terrain  (‘Desert  Crossing’). 


liked  a  lot  of  them,  and  of  course  I  love  the 
Suliban  thread.” 

On  the  romance  front,  nothing  has 
worked  out  for  Ar  cher  so  far,  in  the  tradi¬ 
tion  of  STAR  TREK’s  commanding  officers, 
but  Scott  has  hopes  for  the  future.  “I  think 
they  are  definitely  going  to  do  some  more 
of  that  this  year.  But  although  their  intent 
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Interview 


“i  tk  ou  gkt  tke  pilot 
really  did  a  wonderful 
jok  in  creating  us  as 
our  own  entity  and 
giving  us  life  keyond 


tk  e  otker  franekises. 


Scott’s  former  ‘Quantum  Leap’  colleague 
Dean  Stockwell  guested  in  ‘Detained’  as 
Colonel  Grat,  a  member  of  the  Tandaran 
race  and  enemy  of  the  Suliban. 

at  the  beginning  was  to  harken  back  to  the 
original  series  in  Kirk’s  attitude  and  the 
spirit  of  the  show,  times  are  different  now; 
the  attitude  in  the  country  is  different,  the 
world  is  a  different  place,  and  I  think  that 
there’s  more  weight  on  the  show  than  they 
thought  there  was  going  to  be,  because  we 
carry  the  responsibilities  of  being  the  first 
humans  out  there.  So  I  think  they’re  being 
rightfully  careful,  and  a  little  bit  more 
responsible,  about  exploring  my  sexual 


A  visit  to  a  desert-like  planet  saw  Archer  and  Trip  taken  captive,  after  the  hospitality  of 
their  hosts  turned  into  something  more  aggressive;  they  were  seeking  ENTERPRISE’S  help 
against  their  longterm  enemies  (‘Desert  Crossing’). 


tendencies  in  terms  of  ‘When  there’s  a  pretty 
flower,  go  pick  it.’” 

Executive  producer  Brannon  Braga  has 
hinted  that  we  may  see  sexual  undertones  in 
Archer’s  relationship  with  T’Pol,  and  Scott 
agrees  that’s  an  effective  way  to  go  rather  than 


continue  with  the  Vulcan-human  dynamic  we 
saw  between  them  during  the  first  year.  “I 
think  that  was  certainly  phasing  out  by  the 
end  of  the  last  season  and  it’s  continued  in 
that  way  this  year.  But,  you  know,  I  think 
they’ve  found  a  nice  way  to  deal  with  it  in  the 


Two  Days  and  Two  Nights’  was  supposed  to  be  a  chance  for  Archer  to  take  a  much- 
needed  break  on  Risa,  but  he  met  a  woman  who  turned  out  to  be  more  interested  in 
information  on  the  Suliban  than  in  romance. 
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I  think  f< 


th< 


or  me  tne  joy  o 


I  this  so  far  has  heen 


that  I  ve  gotten  to  do  so  many  different  things, 
and  it  just  keeps  it  fresh.  We  11  have  one  episode 
that  s  full  of  action,  and  then  we  11  have  some 

:  light 


ness  and  comedy 


script  that  we’re  shooting  right  now;  there’s 
!  going  to  be  some  very  sexy  stuff,  but  from  my 
understanding  the  intention  is,  because  of 
their  situation  and  the  reality  of  command, 
there’ll  be  some  ongoing  sexual  tension  but 
it’s  not  something  that’s  going  to  develop.” 

Scott  also  looks  forward  to  having  Archer 
interact  with  the  other  crew  members. 
“There’s  so  much  to  find.  We’ve  done  a  great 
episode  with  Dominic,  and  that  was  a  rela¬ 
tionship  that  wasn’t  really  explored  at  all 
last  year.  And  we  have  a  sense  of  Trip  and 
Archer’s  relationship  in  the  past,  but  I  think 
we’re  just  beginning  to  see  the  strength  and 
the  longevity  and  the  depth  of  that.  The 
episode  that  we’re  shooting  right  now  is  really 
about  figuring  out  a  little  bit  more  about  who 
Dr.  Phlox  is.  I  think  the  diverse  nature  of  all 
of  these  characters  just  gives  you  great  things 
to  write  about.”  And,  of  course,  apart  from 


the  human  crew  Archer  has  a  four-legged 
friend  as  a  comfort  and  confidant  -  Porthos, 
who  is  actually  played  by  three  female  clogs. 
“We  get  along  great!”  Scott  says.  “There  are 
a  few  of  them,  but  the  one  that  we’ve  been 
using  a  lot  lately,  Breezy,  and  I  get  along  fine. 
She  worked  last  night  till  12.30,  just  like  we 
all  did,  and  to  the  bitter  end  was  doing  stunts 
and  hardly  complained  at  all!” 

Work  and  family 

Outside  ENTERPRISE,  Scott  has  a  produc¬ 
tion  company,  BPI  Productions,  but  does  a 
busy  starship  captain  have  time  to  attend  to 
other  commitments?  “I  did  a  little  bit,  but  this 
last  year  has  been  very  challenging  for  our 
business,  as  it  has  been  for  everyone;  it’s  been 
an  odd  year,  with  the  impending  strike  last 
year  that  didn’t  happen,  followed  by  9/1 1, 
followed  by  a  kind  of  drying-out  period  for 


' Shockwave ’  saw  the  return  of  the  mysterious  Crewman  Daniels ,  who  took  Archer  on  a 
journey  through  time  in  an  attempt  to  correct  the  timeline.  But  the  two  discovered  a 
vista  of  destruction ,  and  Daniels  realized  something  had  gone  horribly  wrong. 


The  season’s  cliffhanger ;  ‘Shockwave, 

Part  I,  ’  brought  confusion  for  Archer  when 
he  found  himself  back  on  Earth  before 
the  start  of  ENTERPRISE’S  mission. 

a  lot  of  production  companies  because  they’d 
all  tried  to  shoot  everything  before  the  strike, 
and  it’s  just  been  a  slow  rebound.” 

The  show’s  hiatus,  however,  gave  Scott  a 
chance  to  catch  up  with  his  personal  life.  “I 
spent  almost  the  entire  time  with  my  family, 
but  Chelsea  [his  partner,  Chelsea  Field]  and 
I  did  a  benefit  performance  of  a  musical 
called  ‘I  Do,  I  Do’  in  St.  Louis,  which  was 
hugely  successful;  we  did  it  to  benefit  an 
organization  in  St.  Louis  called  Our  Little 
Flaven,  which  takes  care  of  children  from 
newborn  to  the  age  of  five  or  six  who  have 
been  abused  or  HIV  infected  or  in  some  way 
been  in  jeopardy  in  their  lives,  and  it’s  a  great 
organization.  We  hadn’t  been  on  the  stage 
together  in  a  while,  so  it  was  really  quite 
wonderful  to  do,  and  hopefully  we’ll  do 
more  next  hiatus.” 

Lasdy,  before  returning  to  the  set,  Scott 
sums  up  what  he  thinks  ENTERPRISE  is 
doing  best.  “It  feels  like  we’re  doing  new 
things;  we’re  bringing  in  new  ideas,  we’re 
turning  the  world  upside  down  a  little  bit 
in  terms  of  visuals  and  stories  and  attitude 
about  the  franchise.  I  hope  that  what  we’re 
doing  best  is  presenting  everyone  with  a  fresh 
new  vision  of  space.” 
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In  the  first  installment  of  a  new  column,  ENTERPRISE  makeup  artist  Bradley  M.  Look 
examines  STAR  TREK’s  earliest  experiments  with  alien  makeup,  and  reveals  that 
Gene  Roddenberry  owed  a  lot  to  the  sci-fi  anthology  series  ‘The  Outer  Limits.’ 


Alien  makeups  have  always  been  an  important  part  of  STAR  TREK;  in  the  first  pilot ,  ‘The 
Cage’  Captain  Pike  was  imprisoned  alongside  two  bizarre  creatures  that  were  made  by 
adapting  makeup  and  costumes  that  had  originally  been  used  for  ‘The  Outer  Limits.  ’ 


On  September  16,  1963  a  science  fiction 
anthology  series  by  the  name  of  ‘The 
Outer  Limits’  made  its  debut  on 
network  television.  This  creative  piece 
of  futuristic  story  telling  would  earn  its 
own  place  in  history,  but  it  would  also  help  to 
shape  another  media  icon  -  STAR  TREK. 

Many  of  ‘The  Outer  Limits’  makeup  effects 
were  created  by  John  Chambers  (who  would 
go  on  to  create  Spock’s  pointed  ears)  and  Fred 
Phillips  (who  became  the  head  of  STAR 
TREK’s  makeup  department);  props  and 
creatures  were  designed  and  made  by  Project 
Unlimited,  which  was  owned  by  Gene  Warren 
and  Wah  Chang  (who  designed  aliens  such  as 
Balok  for  STAR  TREK).  One  of  STAR  TREK’s 
producers,  Robert  H.  Justman,  was  also  an 
assistant  director  on  the  show.  And,  a  year 
before  he  filmed  the  first  STAR  TREK  pilot, 
writer  and  producer  Gene  Roddenberry  was 
working  on  the  MGM  lot  where  ‘The  Outer 
Limits’  was  filmed.  At  the  time,  he  had  his 
own  series,  ‘The  Lieutenant,’  which  dealt  with 
the  life  of  a  young  lieutenant  in  the  Marine 
Corps,  who  was  played  by  Gary  Lockwood. 

Useful  lessons 

Because  Roddenberry  was  in  such  close 
proximity  to  the  creative  forces  behind  ‘The 
Outer  Limits,’  he  saw  the  daily  grind  of 
producing  science  fiction  on  television’s  relent¬ 
less  shooting  schedule.  And,  the  lessons  he 
learned  from  watching  the  show’s  dailies  and 
talking  to  the  ‘Limits’  production  team,  even¬ 
tually  found  their  way  into  the  numerous 


inter-office  memos  he  wrote  while  producing 

STAR  TREK 

For  example,  in  a  January  27,  1965  memo, 
Roddenberry  listed  his  concerns  for  STAR 
TREK’s  alien  makeups.  Under  the  title  of 
‘Unusual  Fland  Makeup  Jobs,’  he  wrote, 
“Avoid  involved  hand  makeup  jobs  such  as  six 


fingers  or  glass  hands.  It  takes  two  to  three 
times  longer  than  regular  makeup  jobs.” 

He  knew  what  he  was  talking  about;  ‘The 
Outer  Limits’  had  used  both  effects.  ‘Demon 
with  the  Glass  Hand,’  (written  by  Harlan 
Ellison,  who  would  later  pen  the  STAR  TREK 
classic  ‘The  City  on  the  Edge  of  Forever’)  was 
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The  footage  of  the  monsters  in  the  cages  was  dropped,  but  the  anthropoid-spider  did  make 
an  appearance  when  the  Talosian  Keeper  transformed  himself  into  it  to  frighten  Pike. 


the  story  of  a  futuristic  agent  by  the  name 
of  Trent,  who  possessed  a  most  unusual 
appendage  -  a  glass  hand,  which  in  reality 
was  a  talking  computer!  Project  Unlimited 
built  the  glass  hand  out  of  transparent  plastic, 
and  placed  a  working  tape  recorder  inside  it 
to  further  enhance  the  impression  that  it  was 
really  a  mini  computer. 

The  six  fingers  Roddenberry  mentioned 
featured  in  another  ‘Limits’  episode,  ‘The 
Sixth  Finger,’  in  which  David  McCallum 
played  a  Welsh  coal  miner  whose  evolution 
was  pushed  some  10,000  years  into  the  future. 
Through  the  makeup  artistry  of  John  Cham¬ 
bers,  McCallum  was  given  four  different 
makeup  stages  to  illustrate  his  advancement, 
including  an  enormous  bald  cranium  and  the 
addition  of  a  sixth  finger  on  each  hand.  Fred 
Phillips  applied  the  three-hour  makeup  each 
morning,  starting  at  around  4  a.m. 

Something  borrowed 

‘The  Outer  Limits’  didn’t  just  teach 
Roddenberry  about  the  potential  pitfalls  of 
science  fiction  makeup;  it  also  provided  him 
with  the  physical  materials  needed  to  create 
alien  life  forms.  Robert  Butler,  the  director  of 
the  original  STAR  TREK  pilot,  ‘The  Cage,’ 
had  an  extreme  dislike  of  creature  costumes, 
always  afraid  that  a  zipper  would  be  seen  on 
camera.  Flowever,  with  the  recent  release  of 
‘The  Cage’  on  DVD,  fans  now  have  a  chance 
to  see  footage  of  some  long-lost  creatures  that 
have  a  direct  connection  to  ‘The  Outer 
Limits.’ 

While  the  majority  of  the  first  pilot 
was  made  into  STAR  TREKs  only  two-part 
episode,  ‘The  Menagerie,’  more  than 
1 0  minutes  of  footage  were  left  out.  This 
was  partially  because  scenes  from  ‘The  Cage’ 
were  discarded  to  make  way  for  the  framing 
sequence  that  featured  a  crippled  Captain 
Pike,  but,  it  was  also  because  Roddenberry 
had  cut  several  minutes  from  the  first  edited 
version  of  the  pilot  even  before  he  showed  it 
to  the  NBC  executives.  Among  other  things, 
that  missing  footage  features  two  strange  alien 
creatures  that  Pike  glimpses  in  the  cages  in  the 
Talosian  ‘zoo.’ 

Mysterious  aliens 

While  I  was  researching  material  for  the 
book  'STAR  TREK  Aliens  &  Artifacts,’  I  had 
the  chance  to  interview  Robert  Justman,  who 
was  the  first  assistant  director  on  ‘The  Cage.’ 
It’s  worth  noting  that  he  had  been  specially 
loaned  out  to  the  project  by  his  boss,  Leslie 
Stevens,  the  executive  producer  on  ‘  The 
Outer  Limits.’  I  asked  him  about  the  strange 


alien  creatures.  After  I  described  them  to  him, 
he  could  only  recall  the  name  of  one  of 
them,  which  was  the  anthropoid-spider. 

Justman  suggested  that  I  might  find  my 
answers  in  U.C.L.A.’s  Special  Collections 
Library,  to  which  the  late  Gene  Roddenberry 
had  donated  some  80  boxes.  Within  those 
boxes  was  every  conceivable  kind  of  docu¬ 
mentation  on  the  original  STAR  TREK  - 
hundreds  of  inter-office  memos,  scripts,  and 
story  outlines.  It  was  the  Holy  Grail  of  STAR 
TREKs  past. 

Wading  through  the  acid-free  folders  with 
protective  cotton  gloves  on  (you’re  not 
allowed  to  touch  the  fragile  paper  with  bare 
hands),  I  came  across  Matt  Jefferies’  copy  of 
the  script  for  ‘STAR  TREK:  Voyage  One  - 
"Fhe  Menagerie.’ 

Talosian  prisoners 

The  answers  were  there;  on  page  22  of  act 
two,  scene  4 1  was  Winter’s  point  of  view  of 
the  first  enclosure.  (The  first  story  outline, 
dated  June  29th,  1964,  listed  the  captain  as 
Robert  April;  his  name  then  switched  to 
James  Winter  in  the  revised  November  20th, 

1 964  script,  before  finally  changing  to 
Christopher  Pike).  A  flat  anthropoid-spider 
thing  has  seen  Winter,  and  it  rushes  hungrily 


toward  him,  snarling,  as  its  ugly  fangs  clatter 
against  the  transparent  panel. 

This  is  the  unexplained  alien  creature 
that  you’ll  recall  seeing  when  the  captain 
throws  the  Talosian  Keeper  to  the  cage  floor, 
gripping  him  around  the  throat.  Through  the 
power  of  illusion,  the  Keeper  transformed 
himself  into  a  snarling  creature.  Well,  that 
creature  was  the  anthropoid-spider,  which 
you  would  have  seen  in  scene  41  if  it  hadn’t 
been  cut  out  of  the  final  film. 

Winged  creature 

Winter’s  point  of  view  then  shifted  to  the 
second  enclosure  (this  was  scene  43).  From 
inside  this  cage,  he  heard  the  sound  of 
leathery  wings  flapping.  Then  an  incredibly 
thin  humanoid-bird  creature  came  into  view. 
It  peered,  frightened  and  curious,  toward  the 
captain’s  enclosure.  When  it  saw  Winter 
watching  it  too,  it  whirled  and,  with  its 
wings  flapping,  quickly  exited  from  view. 

The  job  of  creating  these  alien  life  forms 
went  to  Project  Unlimited.  To  help  keep  the 
budget  down  on  the  construction  of  the  two 
aliens,  it  was  decided  to  redress  costumes  that 
they  had  already  made  for  ‘The  Outer 
Limits,’  when  Project  Unlimited  frequently 
had  to  create  a  new  monster  (commonly 


the  area  around  his  mouth  with  black 
pancake  makeup,  which  he  applied  with  a 
slightly  moistened  sponge.  This  prevented 
any  skin  from  showing  through  the  opening 
of  the  mouth  on  the  mask.  Janos  then  slipped 
the  head  on,  and,  using  spirit  gum,  Fred 
glued  down  the  lead  edge  of  the  eye  area 
on  the  mask  to  Janos’  skin.  Once  that  was 
dry,  a  matching  rubber  mask  grease  base 
was  applied  over  his  eyelids  and  undereye. 
Finally,  Fred  ‘set’  the  makeup  with  translucent 
powder. 


Modified  monster 

The  other  creature  Wah  created  was  the 
‘bird  alien.’  Like  the  anthropoid-spider,  this 
was  a  redressed  version  of  an  existing  ‘Outer 
Limits’  ‘bear’  costume,  this  time  the  Megasoid 
from  the  episode  ‘The  Duplicate  Man.’  The 
mask  was  originally  modified  from  a  character 
called  the  Empyrian,  which  appeared  in  the 
episode  ‘Second  Chance’;  feathers  covered 
the  head  and  body.  Sadly,  I  couldn’t  find  a 
credit  for  the  actor  who  performed  inside 
this  costume. 

So,  the  next  time  you  venture  out  into 
space,  the  final  frontier,  remember  that  your 
journey  would  have  been  very  different  if 
Gene  Roddenberry  and  his  crew  hadn’t 
experienced  the  awe  and  mystery  from  the 
inner  mind  to  the  outer  limits, 


Creature  actor 

The  modified  costume  was  inhabited  by 
actor  Janos  Prohaska,  who  was  a  veteran 
of  ‘The  Outer  Limits’  in  his  own  right. 
Originally,  he  got  his  big  break  when  a  friend 
of  his,  Byron  Haskin,  heard  that  Project 
Unlimited  needed  an  actor  who  could  fit 
inside  the  Thetan  costume,  which  was  to  be 
used  for  an  episode  titled  ‘The  Architects  of 
Fear.’ Janos  fit  inside,  so  he  got  the  job. 

Because  he  had  the  tremendous  amount 
of  energy  needed  to  act  inside  hot,  heavy 
costumes,  Janos  went  on  to  play  Darwin  the 
monkey  in  ‘The  Sixth  Finger’  and  Mikie  in 
‘The  Probe.’  Incidentally,  the  costume  of 
Mikie  would  later  play  a  significant  part  in 
the  STAR  TRE K  episode  ‘The  Devil  in  the 
Dark’  because  it  inspired  the  design  of  the 


The  nervous,  birdlike  creature  was  made  by  combining  two  ‘bear  costumes’  from 
‘The  Outer  Limits’:  the  Megasoid  and  the  Empyrian. 


The  costume  and  makeup  for  the  anthropoid-spider  was  a  modified  version  of  the  ‘Calco 
creature,’  which  appeared  in  ‘The  Outer  Limits’  episode  ‘Fun  and  Games.’ 


referred  to  as  ‘the  bear’),  to  satisfy  the  needs 
of  the  script. 

The  costume  that  became  the  anthropoid- 
spider,  made  its  first  appearance  in  ‘The 
Outer  Limits’  on  March  30,  1964  in  the 
episode,  ‘Fun  and  Games.’  For  STAR  TREK, 
Wah  Chang  redesigned  the  ‘Calco  creature’ 
by  opening  the  existing  eyes  on  the  mask  and 
adding  a  new  paint  scheme.  Hair  was  laid 
over  the  top  of  the  mask  and  then,  for  the 
body,  an  existing  chimp  suit  was  comman¬ 
deered  and  more  hair  was  laid  on  the  tops 
of  the  gloves. 


Horta,  which  Janos  not  only  constructed  but 
also  operated  from  inside. 

Before  Janos  donned  the  anthropoid-spider 
mask,  makeup  artist  Fred  Phillips  covered 


Interview 


Brannon  Braga 

Brannon  Braga  and  the  writing  team  are  hard  at  work  on  the 
second  season  of  ENTERPRISE.  We  catch  up  with  him  to  find  out  what’s 

in  store  for  Captain  Archer  and  his  crew. 


E  eNTERPRISE’s  first  season 
was  a  ratings  hit,  and 
the  producers  are 
keen  to  make  sure 
that  the  audience 
continues  to  root  for 
STAR  TREK’S  latest 
captain.  “We  were  very 
proud  of  most  of  the 
episodes,  and  thought  that  it 
was  overall  probably  as  strong 
a  first  season  as  STAR  TREK  has 
ever  had,”  says  Brannon  Braga.  “It 
was  very  consistent:  only  a  couple  of  real 
clunkers,  but  that  really  pains  me. 


Action  and  humor 

“There  were  also  a  couple  of  episodes  that 
we  felt  were  a  little  derivative,  so  we  want  to 
try  to  avoid  those  traps  this  season.  We  want 
more  action  on  the  show,  and  we  want  to 
accentuate  the  humor,  which  really  worked 
well  last  year;  and  we  want  to  accentuate  a 
little  bit  of  the  sensuality,  which  also  worked 
well.  We  want  to  keep  exploring  these  charac¬ 
ters,  and  we’re  really  accentuating  the  things 
that  make  this  show  fresh,  while  trying  to 


“We  want  more  action 


on  the  show,  and  we 
want  to  accentuate  the 


humor,  which  really 
worked  well  last  year; 
and  we  want  to  accen¬ 
tuate  a  little  hit  of  the 


sensua 
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Jonathan  Archer  is  a  strong ,  likable  captain ,  but  has  often  come  off  worse  than  his 
adversaries.  In  the  second  year  Brannon  wants  him  to  “take  charge  a  little  more.  ” 


•  •• 
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Interview 


Dr.  Phlox  is  a  memorable  character  but  he  doesn’t  always  get  a  great  deal  to  do; 
Brannon  promises  that  early  in  the  second  season  we’ll  learn  a  lot  more  about  him. 


avoid  some  of  the  pitfalls  that  we  fell  into 
on  VOYAGER  -  not  to  say  that  there  weren’t 
some  great  shows  on  VOYAGER,  but  we’re 
trying  to  go  easier  on  the  technobabble  and 
overly  complicated  plotting  and  stuff  like 
that.  So  we’re  really  focusing  on  the  positive 
attributes  of  ENTERPRISER 
Unusually  for  STAR  TREK,  the  show  has 


an  ongoing  story  arc  in  the  Temporal  Cold 
War.  “I’m  very  pleased  with  that,  and  we 
want  to  keep  it  going,”  Brannon  says.  “This 
is  an  evolving  thing,  and  there  are  a  lot  of 
very  cool  concepts,  some  of  which  we  planted 
in  ‘Shockwave,  Part  II.’  And  we’re  going  to 
start  introducing  some  more  sweeping  story 
arcs.  We  get  our  first  deadly  brush  with  the 


Brannon  was  very  happy  with  the  Andorians’  two  appearances  in  the  first  season 
(‘The  Andorian  Incident’  and  ‘Shadows  of  P’Jem’),  and  intends  to  feature  them  again. 


Romulans,  and  we’ve  got  a  lot  of  great  stuff 
coming.  But  at  this  moment  we’ve  only  devel¬ 
oped  eight  stories,  and  for  the  18  beyond  that, 
I  have  no  idea!  I  have  some  inklings,  but  we’re 
just  getting  started.” 

The  ‘Shockwave’  cliffhanger  had  plenty 
of  loose  ends  to  be  resolved.  “We  had  a  lot 
of  ideas  about  what  we  wanted  to  do,  but 
we  didn’t  really  know  exactly  how  Archer 
was  going  to  get  back  to  his  own  century!” 
Brannon  remembers.  “But  we  did  know  that 
we  wanted  it  to  involve  a  phone  call  across 
time  to  T’Pol,  so  that  her  trust  in  him  could 
be  tested,  because  she  doesn’t  believe  in 
time  travel.” 

There  was  a  welcome  return  for  Crewman 
Daniels,  last  seen  exploding  into  fragments  in 
‘Cold  Front’  -  but,  as  we  all  know,  nobody’s 
ever  really  dead  in  STAR  TREK.  Brannon 
points  out,  “He  was  asked  in  that  episode, 

‘Are  you  human?’  and  he  said,  ‘More  or 
less!’  We  don’t  know  what  he  is.  He  could 
be  a  hologram  of  a  human;  he  could  be  half 
alien;  he  could  be  anything.  A  few  people 
have  asked  me  if  I’m  going  to  explain  why 
he  didn’t  die,  and  my  answer  is  that  it’s  kind 
of  been  hinted  at  that  he  is  not  an  ordinary 
person,  and  when  he  blew  up  or  dissolved 
or  whatever,  we  don’t  know  what  that  meant. 
But  I’d  love  to  explain  it  eventually!” 

Vulcan  visitors 

The  second  show,  ‘Carbon  Creek,’  intro¬ 
duced  some  backstory  for  T’Pol.  “That  was 
an  interesting  story.  It  was  actually  pitched  to 
me  by  Dan  O’Shannon,  who  is  an  executive 
producer  and  head  writer  on  ‘Frasier.’  Dan 
and  I  are  very  good  friends,  and  he  works  at 
Paramount,  of  course,  and  he  loves  the  show. 
When  I  heard  the  idea  I  thought,  ‘My  God, 
this  is  a  great  concept:  the  idea  that  we 
discover  that  there  were  Vulcans  in  the 
1950’s.’  I  talked  to  Rick  [Berman]  about 
it  and  we  both  loved  the  idea,  but  we  kind 
of  felt  it  was  too  off  concept  to  do  in  the  first 
season;  it  was  so  wacky,  we  thought  we  should 
maybe  hold  on  to  it.  So  we  did,  but  we  did  it 
right  away  in  the  second  season. 

“I  think  if  we’d  done  it  too  early,  you 
wouldn’t  have  appreciated  it  quite  as  much. 

It  was  like  on  NEXT  GENERATION  when 
they  did  ‘The  Naked  Now’  as  episode  two; 
how  can  you  show  the  characters  with  their 
inhibitions  down  if  you  don’t  even  know 
what  their  inhibitions  are?  So  we  waited. 

It  wasn’t  easy,  believe  me!  When  you  have 
a  good  story  sitting  in  front  of  you,  your  incli¬ 
nation  is  to  use  it  right  away.  We  will  be 
doing  more  unusual  episodes  like  that;  now 
that  we’ve  firmly  established  the  regular 
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Interview 


The  Ferengi  made  a  dramatic  -  and 
anonymous  -  appearance  in  ‘ Acquisition ,  ’ 
but  there  are  no  plans  for  their  return. 


I  m  a  tig  fan  of  seeing  what  happens!  In  terms 
of  laying  out  grand  character  arcs,  every  time 
we  ve  tried  to  do  that  they  always  fall  apart, 
because  stories  come  when  they  come;  you  just 
never  know  when  a  great  story  s  coming  along 
and  it  may  not  fit  into  your  scheme. 


Weapons  officer  Malcolm  Reed  had  a  couple  of  strong  shows,  including  ‘Silent  Enemy,  ’  in 
which  his  crewmates  tried  to  find  out  more  about  him,  and  (shown  here)  ‘Shuttlepod  One,  ’ 
a  virtual  two-man  show  where  he  and  Trip  were  trapped  aboard  a  freezing  shuttle. 


T’Pol  has  learned  to  respect  and  trust 
her  captain,  putting  aside  Vulcan  preju¬ 
dices  against  humanity,  and  Brannon 
intends  to  deepen  their  relationship. 


feel  that  we  want  Archer  to  become  a 
more  seasoned  captain,  having  learned 
from  some  of  his  mistakes,  and  we  want 
him  to  evolve;  it’s  time  for  him  to  start 
getting  his  space  legs  and  taking  charge 
a  little  more.  His  sensibilities  regarding 
interfering  with  other  cultures  are  going 
to  be  put  to  the  test  when  he  is  faced  with 
a  situation  where  he  must  either  reveal 
himself  to  be  an  alien  to  a  prewarp 
culture  or  die. 

“And  you’re  going  to  see  the  relationship 


characters  and  the  format  of  the  show  and 
we  have  a  good  feel  for  what’s  going  on,  we’ll 
definitely  do  some  more  experimentation 
this  year.” 

The  show  had  many  echoes  of  ‘The  City 
on  the  Edge  of  Forever’  from  the  original 
series.  Was  that  a  deliberate  reference?  “Yes, 
definitely,”  Brannon  says.  “We  thought  about 
that  show  when  we  were  trying  to  figure  out 


how  to  get  these  Vulcans  into  different 
clothes,  and  we  took  some  of  our  cues  from 
the  original  series.  We  do  that  all  the  time, 
and  that’s  been  true  of  all  the  series  I  have 
worked  on  -  but  more  so  here,  of  course, 
because  it’s  closer  in  spirit.” 

Letting  things  happen 

There  are  hopes  and  plans  for  all  of  the 
characters,  but  nothing  is  set  in  stone  so  far. 
“I’m  a  big  fan  of  seeing  what  happens!  In 
terms  of  laying  out  grand  character  arcs, 
every  time  we’ve  tried  to  do  that  they  always 
fall  apart,  because  stories  come  when  they 
come;  you  just  never  know  when  a  great 
story’s  coming  along  and  it  may  not  fit  into 
your  scheme.”  But  for  Archer  himself, 
Brannon  is  interested  in  building  on  the 
captain’s  first-year  experiences.  “We  do 
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Interview 


They  re  a  very  £ood 
group  of  characters. 

I  think  in  some  ways 


ey  re  more 


full 


y 


th 

realized  than  TNG 
was  out  of  the  starting 
gate,  that  s  for  sure  ... 


Mayweather  is  somewhat  “ peripheral ,  ”  according  to  Brannon,  who  wants  to  give  him 
more  to  do  this  year.  He’s  keen  to  insure,  though,  that  friendships  between  the  crew 
members  develop  naturally  rather  than  being  planned  in  advance. 


between  Archer  and  T’Pol  developing: 
maybe  even  some  unexpected  sexual 
tension.  We  felt  that  the  T’Pol-Archer  rela¬ 
tionship  evolved  beautifully,  but  at  the  same 
time  we  want  to  get  back  to  the  conflict 
again  too  -  we  don’t  want  to  lose  that  spark 
they  have;  we  don’t  want  them  to  become 
best  buddies.  We  just  want  to  start  getting 
more  complicated  with  that  relationship  — 
it’s  a  great  relationship,  but  we  want  to  keep 
exploring  it  and  maybe  add  some  surprises. 

Early  plans 

“You’re  also  going  to  see  some  serious 
development  for  Dr.  Phlox,  and  we’re 
going  to  get  a  lot  more  of  Reed.  And  I 
think  Mayweather  could  use  some  dramatic 
pieces;  he’s  become  a  little  peripheral  for 
our  taste.  Like  I  say,  we’ve  got  some  plans 
for  Archer  and  T’Pol  and  we’re  doing  that 
right  now,  but  We’re  only  shooting  episode 
four.  All  the  plans  that  we  have  laid  out, 
we’re  doing  right  inow.” 

STAR  TREK:  THE  NEXT  GENERATION 

has  been  the  most  popular  of  the  ‘modern’ 
series,  owing  much  to  the  fact  that  the 
crew  gelled  as  a  group.  Does  Brannon 
think  that  the  ENTERPRISE  cast  is  heading 
in  the  same  direction?  “Whether  they  will 
persevere  like  the ,  TNG  people  did,  I  don’t 
know,  but  they’re  a  very  good  group  of 
characters.  I  think  in  some  ways  they’re 
more  fully  realized  and  realistic  and  dimen¬ 
sional  than  TNG  was  out  of  the  starting 


gate,  that’s  for  sure;  but  will  they  become  the 
kind  of  classic  beloved  characters  that  TNG 
turned  out  to  be  after  1 2  years?  I  don’t  know. 
Time  will  tell;  I  certainly  hope  so. 

“But  one  thing  that  we  really  didn’t  want 
to  do  was  have  the  same  cozy  feeling  that 
TNG  had.  They  had  a  starship  that  had  every¬ 


thing  but  vibrating  beds  on  it  -  the  place  was 
like  a  luxury  hotel!  It  was  a  different  concept; 
it  was  a  ship  with  a  thousand  people  on  it. 

It  was  a  city,  it  was  super-futuristic,  it  was 
comfortable.  Humanity  had  its  shit  together. 
There  were  a  lot  of  hobbies  going  on 
people  painting  and  doing  archaeology  and 
exploring  themselves.  Well,  our  people  aren’t 
there  yet.  They’re  just  getting  out  there,  and 
they  live  on  a  submarine  and  they  have  a  crew 
of  70  or  so  people  and  they  don’t  know  each 
other  very  well.  They  have  a  way  to  go.  We 
wanted  a  more  rough-and-tumble  feeling, 
and  we’re  not  going  to  rush  into  anybody 
getting  cozy,  because  I  think  that’s  going  to 
get  dangerously  dull. 

We  do  want  relationships  to  form,  but 


‘Vox  Sola’  saw  the  crew  working  as  a  team  when  an  alien  life  form  endangered  the 
ship  and  almost  killed  several  people,  including  Archer,  but  there  was  still  tension 
between  Hoshi  and  T’Pol  while  they  tried  to  communicate  with  the  creature. 
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Rest  and  relaxation  on  Risa  saw  three  of  the  crew  in  trouble  again:  Archer  encountered 
a  mysterious  woman  who  left  him  unconscious,  and  Reed  and  Trip  were  captured  by  two 
aliens  in  female  guise  (‘Two  Days  and  Two  Nights.’) 


Interview 

I’d  like  to  see  the  Andorians  again,  and  we 
definitely  want  to  keep  the  Romulans  as  a 
looming  threat,  and  maybe  some  other 
familiar  faces.” 

Makeup  designer  Michael  Westmore 
has  said  he’d  like  the  opportunity  to  work 
on  the  Tellarites;  might  they  be  one  of  the 
familiar  faces?  “Well,  if  we  do  see  them 
you  can  be  sure  that  we’ll  do  to  them 
what  we  did  to  the  Andorians,  which  was 
to  modernize  them  and  make  them  more 
believable.  I  wouldn’t  be  surprised  if  the 
pig  guys  showed  up!  But  I  don’t  want  to 
just  throw  them  in  there  for  the  sake  of  it. 

It  would  be  great  if  they  had  some  reason 
to  be  there,  like  the  Andorian  show,  which 
really  worked  out  well;  and  although 
we  only  get  a  glancing,  spooky  kind  of 
encounter  with  the  Romulans  that  works 
beautifully,  because  everyone  knows  who 
the  Romulans  are.  But  we’re  going  to  be 
experimenting  more,  and  we’re  just  going 
to  try  to  have  fun.”  And,  Brannon  adds, 
“We’ve  got  a  long,  long  way  to  go!”  ^ 


we’re  treading  very  carefully  and  trying  to  do 
it  believably.  We  don’t  want  to  just  do  ‘The 
episode  where  Trip  and  Malcolm  are  friends’; 
we  did  do  an  episode  that  was  perhaps  a  little 
bit  like  that,  but  we  were  careful  not  to  leave 
it  in  any  definitive  way.” 

Classic  villains 

Many  of  the  first  season’s  aliens  were 
familiar  from  previous  STAR  TREK  series: 
not  only  the  Vulcans  and  Klingons,  but  the 
Andorians  and  the  Ferengi.  Year  two  sees  the 
debut  of  the  Romulans,  but  for  now  they’re 
an  unseen  menace.  “We  see  their  cool  ships, 
but  we  never  see  the  Romulans.  I  think  it’s 
cool  that  on  NEMESIS  you  see  the  Romulans 
of  Picard’s  time,  and  at  the  same  time  you’re 
seeing  the  early  encounters  with  them  on 
ENTERPRISE;  there’s  a  great  synergy  there. 
But  I  think  you’ve  got  to  be  real  careful  about 
going  back  to  the  old  guys  too  much,  because 
it  looks  like  you’re  desperate.  I  did  like  the 
Ferengi  show,  but  I’m  in  no  rush  to  see  the 
them  again;  I’ve  always  had  mixed  feelings 
about  the  Ferengi  because  they’re  so  broad, 
and  we  have  no  immediate  plans  for  them. 

“I  think  STAR  TREK  is,  at  its  core,  about 
meeting  new  species.  ENTERPRISE  is  not 
a  show  about  just  meeting  the  same  people 
every  week.  I  don’t  want  to  say  that  I  don’t 
want  to  end  up  becoming  like  DEEP  SPACE 
NINE;  they  actually  did  that,  but  they  did  it 
very  well,  and  they  did  it  out  of  necessity. 

We  promised  people  new  worlds,  and  you  re 
going  to  see  a  majority  of  new  worlds.  But 


Brannon  says  that  the 
Temporal  Cold  War  and 
the  Suliban  have  been 
very  successful,  and 
we’ll  certainly  be  seeing 
plenty  of  both. 


Catching  up  with ... 

Nichelle  Nichols 


STAR  TREKS  Lt.  Uhura  has  been  busy  writing  a 
novel ,  touring  the  world \  and  designing  jewelry. 


July  2002  saw  Nichelle  Nichols  being 
inducted  into  the  Alpha  Kappa  Alpha 
sisterhood,  which  boasts  astronaut  Mae 
Jemison  among  its  members.  “It’s  one 
of  the  earliest  black  sisterhoods,”  says 
Nichelle.  “The  sororities  do  really  great 
charities  and  fundraising  and  so  forth 
throughout  the  year;  it’s  really  a  great  honor 
to  be  asked  to  join.” 

The  induction  was  in  Orlando,  Florida,  and 
was  just  one  item  on  Nichelle’s  busy  calendar. 
“I’m  going  to  do  some  recordings;  I’m  going 
to  do  a  jazz-blues  album,  and  I  have  the 
soundtrack  of  my  one-woman  show,  ‘Reflec¬ 
tions,’  to  do.  So  that’s  kind  of  exciting.  And 
I’m  starting  a  magnificent  jewelry  line,  using 
semi-precious  stones;  I’m  launching  it  on  one 
of  the  major  TV  shopping  networks.  I  have 
two  different  people  working  with  me  -  I  do 
the  designs,  and  they  put  them  together. 
They’re  incredible.” 


Nichelle  was  also  recently  in  the  UK  on  a 
signing  tour  to  mark  the  appearance  of  her 
second  novel,  ‘Saturna’s  Quest.’  “It’s  almost  a 
luxury  to  go  home!  I  close  the  big  black  gates 
and  take  off  all  of  the  glamor  and  climb  into 
some  denims  and  tend  to  my  garden.  The 
book  is  a  sequel  to  ‘Saturn’s  Child,’  and  I  not 
only  created  it,  as  I  did  the  first  one,  but  I 
wrote  it  completely  myself.  I  put  [business 
partner]  Jim  Meechan’s  name  on  it  because 
he  was  so  creatively  involved  and  so 
supportive,  and  he  did  a  lot  of  my  typing; 

I  asked  him  if  he  would  read  what  I  had 
written  and  comment  on  it,  and  the  next 
thing  I  knew  he  couldn’t  read  my  writing  so 
he  was  typing  it  out  first!  He  had  so  many 
wonderful  suggestions.  And  being  a  scientist, 
a  physicist  who  worked  on  the  space  shuttle, 
he  was  wonderful  in  the  areas  that  I  didn’t 
know  about;  I  would  have  had  to  do  tremen¬ 
dous  research  to  figure  out  how  to  move  my 


spacefaring  vehicles  1 00  years  from  now.  I 
didn’t  know  where  to  begin!” 

Even  with  help  and  encouragement, 

Nichelle  didn’t  always  find  it  easy  to  settle 
down  and  write.  “It  was  very  traumatic  for  me 
in  a  lot  of  ways.  What  came  naturally  was  to 
get  away  and  do  something  else;  I  finally 
realized  that  I  write  in  my  head,  and  if  I  got 
active  physically  —  really  getting  down  and 
doing  manual  work  or  gardening  -  my  brain 
would  clear  and  everything  started  floating  in. 
At  maybe  two  o’clock  in  the  morning  I’d  start 
writing,  and  by  10  the  next  clay  I’d  have  sheets 
and  sheets  and  sheets,  and  Jim  would  say, 
‘When  did  you  do  this?’ 

“The  second  book  takes  off  from  the  first; 
Saturna  goes  off  to  find  her  mother.  Her 
parents  have  now  been  apart  for  20  years,  to 
save  the  child  and  to  save  their  careers.  It’s  a 
very  human  drama;  she  doesn’t  know  how 
she’s  going  to  feel  when  she  meets  her  mother. 


Episodes  of  STAR  TREK  such  as  ‘Charlie  X’  brought  Nichelle’s  Nichelle  recognizes  that  Uhura  wasn’t  always  given  as  much  to  do 

singing  abilities  to  the  fans’  attention ,  and  she  is  now  preparing  as  she  would  have  liked,  but  she  adds  that  STAR  TREK  was  the 

to  record  an  album  of  jazz  and  blues  songs.  first  show  to  have  a  racially  mixed  ensemble  cast. 
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I  have  to  tell  you,  I  love  this  book.  And  the 
thing  that  really  blew  my  mind  were  the  other 
characters  that  I  introduced;  more  kept 
pouring  in  and  wanted  to  go  off  on  their 
own.  You  allow  them  in,  and  then  they  want 
to  live.  They’re  fascinating.” 

I  Vision  of  humanity 

Having  herself  imagined  a  convincing- 
society  of  the  future,  she  looks  back  on  Gene 
I  Roddenberry’s  vision  for  STAR  TREK.  “Gene 
and  I  had  talked  so  many  times  about  that 
|  philosophy  that  we  felt  was  missing  on  televi¬ 
sion.  I’m  not  really  talking  about  science 
fiction  per  se,  but  the  human  condition;  if 
you  look  at  the  original  STAR  TREK  it  is  not 
so  much  about  space  travel  as  it  is  about 
humanity.  As  we  discover  new  worlds  and 
!  societies,  what’s  important  is  what  we  bring  to 
i  it,  what  we  take  from  it,  how  we  grow  within 
i  it,  and  how,  if  we  don’t,  we  violate  it  and  are 
on  the  verge  of  destroying  it. 

“In  science  fiction  you  can  say  so  many 
things.  It’s  the  great  ‘what  if.’  You  take  a  set 
of  given  circumstances,  and  then  you  say, 

‘Yes,  but  what  if  ...’  and  then  you  can  take  it 
almost  anywhere.” 

The  original  series  was,  of  course,  ground¬ 
breaking  in  its  inclusion  of  black  and  Asian 
characters  as  equals,  but  it  was  still  a  product 
of  its  time.  Does  Nichelle  think  the  show 
succeeded  in  portraying  ethnic  groups,  and 
females,  as  true  equals?  “I  think  it  did  a  damn 
good  job  of  almost  succeeding.  You  have  to 
remember  that  Hollywood  was  still  Holly¬ 
wood,  and  that  this  was  an  enormous 
breakthrough,  in  terms  of  what  was  accept¬ 
able.  And  it  was  only  allowed  because  Gene 
set  it  in  the  23rd  century,  and  they  said,  ‘Oh, 
well,  OK,  maybe  by  then  ...’  and  they  allowed 
the  first  interracial,  intercultural  ensemble  of 
equals  on  television.  I  think  most  people  don’t 
realize  that.  We  think  of  all  the  ensemble 
shows  that  have  come  since  then  -  ‘The 
Streets  of  San  Francisco’  and  all  the  others  - 
and  we  don’t  realize  that  STAR  TREK  was 
the  first  ensemble  show  of  men  and  women 
of  different  colors  and  ethnic  backgrounds, 
as  equals. 

Tricked  by  Gene 

“If  the  studio  had  realized  that  the  show 
was  not  for  kiddies  but  that  it  was  a  truly 
viable,  intelligent  projection  of  what 
humankind  is  capable  of  on  the  most  positive 
and  highest  level,  they  would  never  have 
bought  it.  By  the  time  they  realized  what  we 
had  done,  they  felt  that  Gene  had  pulled  the 
wool  over  their  eyes,  and  they  were  absolutely 
correct!  He  wrote  the  same  stories,  the  same 


conditions,  and  the  same  aspirations  and 
inspirations  that  he  wanted  to  write  in  the 
now,  but  he  set  it  on  a  spaceship  and  took  the 
great  ‘what  if,’  and  then  he  was  able  to  do 
what  he  did.  But  you’ll  notice  -  and  I  think 
this  is  very  important  in  support  of  Gene  - 
that  women  and  men  were  not  unisex;  the 
women  looked  like  women!  We  weren’t  all 
automatons.  I  think  the  greatest  thing  that 
he  achieved  was  creating  heroes  who  were 
ordinary  people  in  extraordinary  circum¬ 
stances. 

“Gene  wanted  to  show  that  our  species 
evolves  but  human  nature  grows  within  that 
and  is  always  the  same;  there’s  always  the 
sense  of  survival  and  the  sense  of  protection 
that  comes  with  being  a  parent;  there’s  always 
challenge,  there’s  always  competition,  and 
there  will  always  be  those  trying  to  reach 


beyond  and  stepping  on  others.  And  then 
there’s  the  Prime  Directive.  What  a  concept 
to  go  forth,  charting  other  life  forms  in  non¬ 
interference,  in  peaceful  exploration,  in 
non-interference  with  other  cultures  except 
for  survival. 

“People  used  to  say,  ‘What  do  you  think 
STAR  TREK  is  about?’  and  I  used  to  say  it 
was  about  hope.  But  back  then  we  had  the 
Vietnam  War,  there  was  the  civil  rights 
movement,  there  were  the  flower  children, 
there  was  music  that  was  changing  people’s 
attitudes,  and  there  was  the  Gold  War. 
Women  were  coming  out  and  saying,  ‘I 
won’t  be  subjected  to  what  my  mother 
went  through,’  or  whatever.  ‘I  won’t  live 
without  freedom.’  And  I  suddenly  realized 
that  hope  was  a  part  of  it,  but  STAR  TREK 
was  about  freedom.”  ^ 
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Interview 


Winrich  Kolbe 

Winrich  Kolbe  is  in  the  exalted  position  of  having  helmed 
more  episodes  of  STAR  TREK  than  any  other  director.  We  talk  to  him 
about  his  days  on  STAR  TREK:  THE  NEXT  GENERATION . 


The  Season  Two  episode  ‘Where 
Silence  Has  Lease’  was  Winrich 
(Rick)  Kolbe ’s  first  show,  and  it  was 
an  enjoyable  debut.  “It  turned  out 
that  we  all  loved  each  other,  and 
from  that  time  on  I  was  involved  in  STAR 
TREK 7”  he  recalls.  “I  might  have  occasion¬ 
ally  seen  one  of  the  original  shows,  and  I 
knew  what  science  fiction  was,  but  not 
outer-space  science  fiction.  Luckily,  by  that 
time  they  had  pretty  well  figured  it  out.” 

The  writing  staff  had  yet  to  bed  down, 
but  the  actors,  after  a  season  of  settling  into 
their  roles,  often  made  suggestions,  bringing 
a  different  slant  to  a  script.  “Brent  is  a 
perfect  example,”  says  Rick.  “It’s  amazing 
what  you  can  do  with  just  three  or  four 
words.  Once  he  took  a  line  and  did  it 
several  ways  and  said,  ‘OK,  which  one  of 
these  would  you  like  to  have?’  He’s  also  a 
very  gifted,  very  creative  actor.  He  brings 
ideas  that  surprise  you,  more  than  anybody 
else.  Data  was  a  character  that  nobody 
knew  quite  what  to  do  with;  it  was  Brent 
who  gave  him  life  and  developed  him. 

That’s  what  makes  a  great  actor  in  a  televi¬ 
sion  series;  you  don’t  get  it  in  movies  or  on 
the  stage.” 

Familiar  set 

Most  directors  faced  the  mixed  blessing 
of  having  to  spend  a  great  deal  of  time  on 
the  bridge:  a  beautiful  set,  but  a  challenge  to 
make  interesting  throughout  a  ‘ship  show.’ 
“You  try  to  put  the  camera  into  positions 
that  it  has  never  been  before,  and  that’s  part 
of  the  fun  of  directing  television,  or  even 
movies  for  that  matter;  you  have  to  be  quick 
on  your  feet  and  say,  ‘This  doesn’t  work; 
let’s  try  it  here.’ 

“You  just  hope  that  the  acting  and  the 
dialogue  will  tell  the  audience  that  we’re 
not  just  looking  at  these  guys  on  the  bridge 
again.  But  there  are  not  that  many  angles 
you  can  shoot;  you're  kind  of  locked  into 
the  fact  that  you  don’t  want  to  turn  around, 
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Winrich  Kolbe  on  the  set 
of  ‘Identity  Crisis,’  one  of 
16  episodes  of  STAR  TREK: 
THE  NEXT  GENERATION  that 
he  directed. 
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Rick  spent  many  hours  filming  on  the  bridge  set.  He  says  that 
there  were  only  limited  angles  available  to  the  director ;  and  you 
had  to  rely  on  the  actors  to  make  things  feel  different. 


Rick  is  full  of  praise  for  Wil  Wheaton ,  who ,  he  says,  gave  a  very 
naturalistic  performance  as  Wesley  Crusher,  whereas  other  actors 
of  his  age  are  often  very  self-conscious. 


because  you  have  the  viewscreen  there  and 
that  means  an  optical,  so  you’re  basically 
shooting  everything  just  like  a  stage.  Plus,  the 
moment  you  put  somebody  facing  the  back  of 
the  bridge,  it’s  the  old  western  syndrome  -  the 
successful  director  in  a  western  is  the  one  who 
avoids  the  horse’s  ass!  Well,  the  way  the  set 
was  designed,  if  somebody  sat  at  engineering 
or  science  they  had  their  back  to  the  action, 
so  if  you  wanted  to  see  their  face  you  had  to 
figure  out  how  to  shoot  it  without  seeing  the 
viewscreen.”  And,  of  course,  there  were  the 
frequent  jolts  when  the  ship  was  fired  on,  so 
everyone  had  to  lurch  in  their  seats.  “That 
was  always  kind  of  silly,  though  hopefully  that 
didn’t  come  across!”  says  Rick.  “The  actors 
developed  a  system;  we  had  shake  one,  shake 
two,  and  shake  three,  and  there  were  signals 
that  we  gave.  We  had  to  make  sure  that  if  the 
ship  was  banking  to  its  left,  everybody  had  to 
go  to  their  right  -  ‘No,  not  you,  because 
you’re  facing  away  from  the  lens,  so  you  have 
to  go  to  your  left!’  And  of  course  there  was  a 
lot  of  levity.” 

The  following  year,  Wil  Wheaton  as  Wesley 
Crusher  was  the  lead  character  of  ‘Evolution.’ 
“That  was  an  interesting  show,  and  the  nanites 
are  still  crawling  around  in  the  universe!  Wil 
was  experienced,  and  I  liked  him  because  he 
didn’t  fall  into  that  ‘I’m  acting’  type  of  age. 
Usually  kids  are  cute,  and  then  when  their 
voice  breaks  they  become  ‘actors’  and  there 
are  big  arrows  pointing.  He  never  fell  into  that 

Rick  praises  Brent  Spiner  as  an  intelligent 
and  creative  actor,  adding  that  Brent  is 
largely  responsible  for  Data’s  development. 


trap,  which  was  nice.”  A  smaller  kid  turned 
up  in  ‘The  Bonding,’  when  Worf  became  a 
brother  of  the  orphaned  Jeremy  Aster  in  the 
Klingon  R’uustai  ceremony.  Rick  says,  “It’s 
visually  a  problem  with  a  young  child  because 
they  are  short  and  the  adults  are  tall,  so  how 
do  you  shoot  a  two-shot?  You’re  tempted  to 
shoot  up-angles,  with  the  little  kid  in  the  fore¬ 
ground,  but  sometimes  we  need  the  big  guy  in 
the  foreground.  So  that’s  a  little  bit  awkward.” 

Small  spaces 

Easier  to  shoot  was  the  room  in  Allegiance’ 
where  Picard  was  held  with  a  group  of  other 
kidnap  victims.  “That  was  interesting.  It  was 
a  donut-type  set.  You  can’t  really  move  the 
camera,  and  if  you  have  to  worry  about  the 


position  of  lights  it  becomes  very  static,  but 
Marvin  [Rush,  director  of  photography] 
gave  me  a  set  that  was  basically  lit,  with 
built-in  lights,  so  we  could  just  shoot  the 
hell  out  of  it.  And  we  were  early  that 
particular  day!” 

Rick’s  first  fourth-year  show  was 
‘Galaxy’s  Child,’  which  saw  the  space  baby 
Junior  clamped  to  the  U.S.S.  Enterprise  and 
draining  its  energy.  The  creature  was  the 
work  of  the  visual  effects  team,  and  Rick 
didn’t  have  input  in  that.  “Directors  usually 
didn’t  get  involved  in  the  opticals;  part  of 
the  reason  was  that  they  happened  so  late 
in  the  game  that  most  of  us  would  be  doing 
other  projects.  But  there  was  some  talk  at 
first  of  the  baby  looking  like  a  beached 


The  fifth  season  episode  ‘Darmok’  is  one  of  Rick’s  favorites.  He  describes  it  as  an  ‘eccentric’  episode ,  but  adds  that  it  had  a  strong 
central  premise.  On  the  other  hand,  he  admits  he  could  have  done  more  with  ‘The  Masterpiece  Society,  ’  which  was  a  little  too  obvious. 


whale!  If  you  have  a  big  blob,  it  just  looks 
like  a  big  blob,  and  they  needed  to  add 
detail  to  give  it  life.  I  don’t  think  it  ever 
really  got  totally  resolved,  but  it  worked  out 
quite  well.  But  there  was  so  much  money  in 
that  particular  element  that  the  rest  of  it 
was  a  very  cheap  show!” 

In  ‘Identity  Crisis’  Rick  thought  he  was 
facing  a  problem  of  a  different  kind  when 
LeVar  Burton  was  transformed  into  a  lizard¬ 
like  alien,  by  means  of  a  large  amount  of 
prosthetics.  “I  was  a  little  bit  concerned 
because  somebody  said,  ‘I  think  LeVar  is 
claustrophobic!’  and  everybody  started 
panicking.  But  then  LeVar  told  me  he 
loved  the  makeup,  and  I  said,  ‘So  you  don’t 
have  any  problem,  physically  or  emotionally 
or  psychologically?’  and  he  gave  me  a  look 
that  said,  ‘No!’  We  made  sure  that  we 
spaced  the  shots  so  that  he  didn’t  have  to 
stay  a  whole  day  in  his  makeup;  we  shot 
him  for  half  a  day  each  time  and  then  let 
him  go  again.” 


Lighting  the  set  for  maximum  effect  with 
the  UV  makeup  was  quite  a  poser.  “We  had 
transformers  and  a  black  light  system,  but  we 
couldn’t  really  use  straight  black  light  -  I’m 
not  a  technician,  but  I  think  if  the  camera 
shutter  goes  in  sync  with  the  flicker  of  the 
light  you’ll  have  no  effect  whatsoever.  Under 
normal  conditions,  black  light  is  just  that,  and 
even  if  you  shoot  high-speed  film  you  wind  up 
with  nothing  but  bluish  flicker,  and  so  we  had 
to  augment  it  with  regular  lights,  which  means 
we  diminished  the  power  of  the  black  light. 
But  it  was  quite  courageous,  and  I  have  to 
congratulate  Marvin  Rush.” 

Beautiful  episode 

The  following  year,  ‘Darmok’  was  a  favorite 
for  Rick.  “That  was  my  most  fun  show.  It’s  a 
weird  episode,  but  there  is  a  true  obstacle  to 
be  overcome,  and  quite  often  the  stories  don’t 
have  obstacles;  they  just  meander  on.  For  me, 
out  of  all  the  shows  that  I  have  seen  and  done 
on  STAR  TREK,  that’s  right  on  top:  it’s  a 


beautiful,  eccentric  show.”  A  major  challenge 
was  to  stage  the  combat  scenes  against  the 
almost-invisible  Darmok  creature.  “We 
couldn’t  go  bananas  with  the  fight,”  Rick 
recalls.  “First  of  all,  the  creature  was  supposed 
to  be  very  powerful,  so  a  long-drawn-out  fight 
would  have  detracted  from  that  and  made  our 
guys  more  powerful,  and  that’s  not  what  the 
story  was  about;  the  story  was  about  commu¬ 
nication.  So  we  had  to  storyboard  every  angle 
for  the  fight,  and  each  one  had  to  be  fast,  so 
there  were  two  or  three  moves  and  then 
another  angle  and  another  couple  of  moves. 

I  normally  don’t  storyboard  that  kind  of 
thing,  because  I  like  to  watch  it  unfold.  We 
have  good  stunt  coordinators  and  I  have  an 
idea  what  has  to  happen  -  there  are  certain 
elements  that  you  have  to  put  in,  like  someone 
has  to  get  the  pistol,  or  whatever  -  but  other 
than  that  I  like  to  just  leave  it  as  free  as 
possible.” 

Rick  was  less  pleased  with  the  next  show  he 
did  that  year,  ‘The  Masterpiece  Society.’  “To 


Rick  always  enjoyed  working  with  the  Klingons;  they  were  ‘Cost  of  Living’  was  one  of  several  of  Rick’s  shows  that  involved 

such  large  characters  that  there  was  no  danger  of  the  children.  Some  of  the  biggest  problems  in  these  shows  were  caused 

actors  overdoing  it.  by  the  inevitable  difference  in  the  actors’  heights. 
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In  the  last  season ,  Data  was  the  focus  of  ‘Thine  Own  Self.  ’  Rick  says  that  Brent  always 
joked  around  between  takes,  with  Rick  as  his  ‘straight  man.  ’ 


me  the  story  was  ‘perfect’  with  a  big  arrow, 
and  maybe  I  neglected  to  stir  up  the  pot. 
That’s  what  I  could  have  done  as  director  - 
not  to  destroy  the  thing  but  to  just  take  the 
load  off  the  story,  which  was  right  on  the 
nose,  and  was  shot  right  on  the  nose,  and 
acted  right  on  the  nose.  It  was  boring!  An 
interesting  story  would  have  been  a  master¬ 
piece  society  that  was  based  on  a  big  flaw.” 

‘Cost  of  Living’  a  few  weeks  later  saw 
Lwaxana  Troi  about  to  marry  someone  who 
hadn’t  quite  realized  what  he  was  headed  for; 
and  early  in  the  sixth  season  her  daughter 
Deanna  was  in  trouble  in  ‘Man  of  the 


People,’  when  Ambassador  Ves  Alkar  trans¬ 
ferred  his  negative  emotions  to  her  to  help 
sustain  his  own  powers.  Toward  the  end  of 
the  year  the  Klingons  returned  when  Rick 
directed  ‘Birthright,  Part  I.’  He  says,  “By  the 
time  I  got  into  the  game  the  Klingons  had 
developed  their  own  raucous  personality, 
and  you  just  let  them  go!  There  was  no  such 
thing  as  overacting  for  Klingons.  That  show 
was  a  pleasure;  I  think  some  of  my  best  work 
was  with  Klingons.”  He  had  the  opportunity 
again  in  ‘Rightful  Heir.’  “I  liked  that;  I  liked 
Kahless.  All  the  smoke  stuff  looked  great: 
not  just  for  the  camera,  but  it  gives  a  sense 


Interview 

of  mystique.  You  want  to  play  Wagner 
throughout  the  scene!  We  had  a  big  battle 
up  and  down  the  staircase,  with  two 
cameras  -  maybe  even  three  -  and  we 
just  cut  loose.” 

In  the  final  season  Data  was  the  star  of 
‘Thine  Own  Self,’  stranded  on  a  primitive 
planet  with  no  idea  of  his  own  identity. 

‘Brent  is  challenging,  but  he’s  fun  to  work 
with,”  says  Rick.  “First  of  all,  he’s  funny; 
we  always  spent  a  lot  of  time  doing  standup 
comedy.  That  is,  he  did  it,  and  I  threw  in 
my  Teutonic  straight-man  stuff.” 

End  of  an  era 

Rick  had  the  honor  of  directing  TJVG’s 
finale,  the  award-winning  ‘AH  Good 
Things  . . .’  “That  year  is  a  blur  because  I 
did  the  finale,  and  then  I  did  a  CBS  TV 
movie,  and  then  I  came  back  and  did  the 
VOYAGER  pilot.  I  had  always  wanted  to 
work  with  John  de  Lancie,  but  this  was  the 
first  time,  and  it  was  a  wonderful  experi¬ 
ence;  the  man  is  nuts,  but  it  was  fun!” 

The  famous  last  shot  of  the  series  sees 
Picard  join  the  regular  poker  game.  “I  don’t 
know  if  it  was  the  last  thing  that  we  filmed, 
but  I  know  it  was  the  last  day  that  we 
filmed.  I  finally  became  a  real  director  and 
told  the  grip  department  to  slice  open  the 
set  ceiling  so  I  could  bring  my  crane  in 
there.  That  set  was  supposed  to  have  been 
used  in  a  minor  sequence  in  the  movie 
[STAR  TREK  GmEMTIONS]  that  was 
propping  at  that  time,  but  I  got  the  OK 
because  they  had  to  destroy  most  of  it 
anyway.  It  was  a  damn  good  script,  and 
the  ending  was  one  of  those  glorious 
moments.” 


Rick  was  at  the  helm  for  the  very  last  episode, 

‘All  Good  Things  ...  ’  Because  the  sets  were  near 
the  end  of  their  lives  he  was  allowed  to  take  some 
liberties,  and  for  the  final  shot,  when  Picard  joined 
the  crew  in  their  poker  game,  he  actually  cut  the 
top  off  the  set  to  get  an  overhead  shot  that  was 
filmed  with  a  crane. 
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A  LEGEND  IN  LETTERS 

The  Starfleet  registration  code  was 
presented  in  clearly  visible  red-outlined 
lettering,  stretching  for  approximately 
50  meters  across  the  underside  of  the 
saucer  section. 


CAPTAIN’S  YACHT 

The  captain’s  yacht  was  an  ellipticaily 
shaped  ship  located  in  the  center  of  the 
saucer  section.  This  auxiliary  vessel  was 
primarily  used  for  diplomatic  missions. 


ventral  phaser  array 


escape  pod  hatch 


Briefing:  U.S.S.  ENTERPRISE  NCC-1701-D 


U.S.S.  ENTERPRISE  NCC-1701-U 


TRANSPORTER  EMITTER  PADS 

Two  transporter  emitters  were 
located  in  front  of  the  registration 
number  and  behind  the  phaser  strip. 


TEN-FORWARD 

Ten-Forward,  at  the  leading  edge  of  the  Enterprise’s 
saucer  section,  provided  an  unparalleled  view  of 
the  region  of  space  in  front  of  the  starship. 


PHASER  ARRAY 

The  Enterprise’s  phaser  banks  took 
the  form  of  a  wide  oval  that  followed 
the  outer  shape  of  the  saucer  section, 
providing  excellent  all-round  coverage, 


COMMAND  CENTER 

The  main  bridge  was  an  oval 
module  at  the  top  center  of 
the  saucer  section. 


SENSOR  ARRAYS 

The  sensor  arrays  on  the  saucer  section  were 
located  around  the  leading  edge  and  in  an  oval 
configuration  in  the  center  of  the  ship. 


RCS  THRUSTERS 

Four  RCS  thrusters  were  positioned  around 
the  edge  of  the  saucer  section;  they  were 
clearly  identifiable  by  their  square  yellow- 
colored  exhaust  ports.  These  engines  were 
used  for  delicate  maneuvers,  such  as 
docking  at  space  stations. 


SHUTTLEBAY  ENTRANCE 

Shuttlebay  1  was  located  toward  the 
rear  of  the  dorsal  side  of  the  saucer 
section.  The  ship’s  registration 
number  was  prominently  displayed 
just  in  front  of  the  exterior  doors. 
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ESCAPE  PODS 

The  most  common  features  on  the 
saucer  section  were  the  colored 
square  hatches  that  signified  the 
171  escape  pods  on  the  dorsal  side. 


reaction  control  thrusters 


extendable  docking  elevator 


emergency  flush  vents 


upper  sensor  platform 


impulse  thrusters 


impulse  thrusters 
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SHUTTLEBAY  ENTRANCES 

The  stardrive  section  had  two  shuttle- 
bays,  located  at  the  top  of  the  hull  spine 
on  deck  13.  The  larger  of  the  two  was 
positioned  on  the  starboard  side. 


RCS  THRUSTERS 

The  reaction  control  thrusters  on  the  engineering 
section  were  located  on  the  edges  of  the  hull,  on  each 
side  of  the  deflector  dish,  on  each  side  of  the  trailing 
wing  edges,  and  on  the  rear  of  the  warp  nacelles. 


ESCAPE  PODS 

The  stardrive  section’s  escape 
pods  were  clearly  visible  around  the 
perimeter  of  the  hull,  as  well  as  on 
each  side  of  the  Starfleet  emblem. 


IMPULSE  ENGINES 

The  stardrive  section’s  impulse  engines 
were  clearly  visible  as  the  glowing  band 
stretching  across  the  lower  levels  of  the 
connecting  hull  spine. 


PHOTON  TORPEDO  LAUNCHERS 

The  stardrive  section  had  two  photon  torpedo 
launchers;  the  forward-facing  launcher  was  located 
within  the  horizontal  strip  leading  up  to  the  saucer 
section,  and  the  aft  launcher  was  positioned  directly 
above  the  support  pylon  wing. 


ANTIMATTER  LOADING  PORT 

The  antimatter  loading  port  was 
located  next  to  the  Starfleet  emblem; 
it  allowed  fuel  to  be  transferred  to  the 
storage  pods  directly  above. 


DEFLECTOR  AND  NAVIGATIONAL  ARRAY 

The  main  deflector  and  navigational  dish  dominated 
the  forward  leading  edge  of  the  engineering  hull.  It 
scanned  ahead  of  the  vessel  and  deflected  micro¬ 
scopic  particles  out  of  its  flight  path. 


BUSSARD  RAMSCOOPS 

The  Bussard  ramscoops  were  positioned 
at  the  front  of  the  vessel’s  warp  nacelles; 
these  important  systems  were  used  to 
harvest  fuel  from  spatial  particles. 


IDENTIFICATION  MARKERS 

The  registration  number  was  marked 
on  the  outer  edges  of  the  port  and 
starboard  pylons. 
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WARP  NACELLES 

The  warp  nacelles  on  the  pylon  wings 
glowed  bright  blue  when  the  Enterprise 
jumped  to  warp  speeds. 


TRANSPORTER  EMITTER  PADS 

Transporter  emitters  were  located  on  the 
dorsal  side  of  the  warp  nacelle  supports; 
they  served  the  emergency  and  cargo 
transporters. 


PHASER  STRIPS 

The  stardrive  section  was  equipped  with 
many  strategically  placed  phaser  arrays. 


formation  light 
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Tactical  Station 


The  tactical  station  on  the  U.S.S.  Enterprise  NCC-1701-D  was  used 
to  monitor  the  ship’s  internal  security  and  operate  its  defensive  systems, 
including  the  shields,  phasers,  and  photon  torpedoes. 


On  the  U.S.S.  Enterprise 
NCC-1701-D,  the  security 
and  tactical  operations 
were  combined  in  a  single 
console.  This  work  station  was 
mounted  on  a  horseshoe-shaped 
rail  that  ran  around  the  rear  of  the 
commanding  officers’  chairs. 

Physical  layout 

The  console  was  larger  than 
most  other  bridge  stations  and 
could  be  manned  by  two  people, 
but  it  was  almost  always 
controlled  by  a  single  officer.  Its 
raised  position  near  the  center 
of  the  bridge  allowed  him  or  her 
a  clear  line  of  sight  to  the  main 
viewer,  and  insured  easy  commu¬ 
nication  with  the  other  bridge 
staff.  The  station  was  usually 
manned  by  the  Enterprise’s 


tactical  officer,  a  post 
held  by  Tasha  Yar 
until  her  death  in 
2364,  and  after¬ 
ward  by  Worf. 

In  combat 
situations, 
the  chief 
security 
officer 
normally 
doubled 
as  the 
tactical 
officer,  but 
in  normal 
circumstances 
he  had  duties 
that  related  to 
the  safety  of  the 
ship  and  its  crew. 
Internal  sensors 


allowed  him  to  pinpoint  the 
location  of  every  crew 
member  who  was 
wearing  a  communi¬ 
cator  badge,  and 
the  console  auto¬ 
matically  informed 
him  if  there  was 
an  intruder  alert. 

The  station 
could  be  used 
to  erect  security 
forcefields,  or 


Lieutenant 
Commander  Worf 
was  the  tactical 
officer  on  the 
U.S.S.  ENTERPRISE 
NCC-1701-D  between 
2364,  when  Tasha  Yar 
died,  and  2371,  when 
the  ship  was  destroyed. 


seal  bulkheads  at  predetermined 
locations  around  the  ship.  Read¬ 
outs  informed  the  security  officer 
of  the  location  of  personnel,  and 
instructions  to  security  details 
could  be  made  either  verbally 
or  from  the  keypad. 

Assessing  threats 

The  station  also  provided 
information  on  any  ships  that 
approached  the  Enterprise.  If 
possible,  the  computers  would 
identify  the  approaching  vessel, 
and  provide  the  security  officer 
with  relevant  computer  records. 
Even  when  a  vessel  could  not  be 
positively  identified,  the  station 
could  provide  data  about  its 
weapons  and  engine  capabilities. 
The  tactical  database  could  also 
compile  a  list  of  preferred  tactics 


Tactical  systems  control  panel 

The  combined  security  and  tactical  station  was  one  of  the  largest  on  the  Enterprise's  bridge.  It  held  a  central 
position  behind  the  command  stations  so  that  the  officer  could  communicate  easily  with  the  captain. 
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Tactical  Station 


The  tactical  station  was  operated  from  The  tactical  station  could  accommodate  two  The  ENTERPRISE’S  phasers  and  photon  torpedoes 

a  standing  position.  officers,  but  was  normally  only  manned  by  one.  were  controlled  through  the  tactical  station. 


i  and  information  about  an  enemy 
vessel’s  weaknesses. 

The  security  systems 
automatically  monitored  all 
external  comms  traffic.  The 
security  officer  was  responsible 
for  controlling  communications, 
and  opened  and  closed  hailing 
frequencies.  They  maintained 
particularly  close  contact  with 
the  transporter  rooms,  insuring 
that  any  potential  dangers  could 
be  beamed  off  the  ship  and 
personnel  brought  to  safety. 

Phaser  use 

In  combat  situations,  the 
security /tactical  console  was 
used  to  control  the  Enterprise’s 
phasers  and  photon  torpedoes. 

In  the  2360’s,  Galaxy- class  ships 
were  equipped  with  12  Type-X 


Phaser  arrays  that  could  be 
adjusted  to  fire  anything  from 
a  low-level  energy  transfer  beam 
to  destructive  combat  phaser 
beams.  The  precise  firing 
sequence  and  energy  levels  were 
determined  by  the  computers 
once  the  tactical  officer  had 
identified  a  specific  objective. 

Torpedo  control 

Photon  torpedoes  were 
fired  from  any  of  three  torpedo 
launchers,  although  the  saucer 
module  launcher  was  rarely  used. 
As  with  the  ship’s  phasers,  all 
the  tactical  officer  had  to  do 
was  program  in  the  target  and 
the  number  of  torpedoes.  The 
console  offered  a  series  of 
prompts  that  allowed  him  to 
specify  a  time  or  distance 


until  the  torpedo  detonated. 
Photon  torpedoes  were  normally 
autonomous  once  they  had  been 
launched,  but  the  computers 
allowed  the  tactical  officer  to  take 
manual  control  and  guide  the 
torpedo  to  the  target  if  needed. 

Weapons  status 

Readouts  on  the  station 
provided  the  tactical  officer 
with  information  on  the  state  of 
all  weapons  systems  and  on  the 
weapons  inventory,  including 
how  many  photon  torpedoes 
were  available,  how  long  there 
was  until  they  could  be  launched, 
and  which  phaser  banks  were 
recharging. 

The  tactical  station  shared 
a  number  of  its  duties  with  ops, 
including  the  launch  of  sensor 


probes  and  message  buoys, 
control  of  the  tractor  beams, 
and  some  transporter  systems. 

In  combat  both  tactical  and  ops 
monitored  the  condition  of  the 
ship’s  shields,  and,  if  necessary, 
rerouted  power  to  them  from  other 
systems.  If  the  ship  was  damaged 
the  security /tactical  officer  was 
responsible  for  implementing 
forcefields,  collating  reports, 
forwarding  them  to  the 
commanding  officer,  and 
organizing  repair  crews. 

Multiple  redundancies 

The  tactical  station’s  guidance, 
navigation,  and  targeting  readouts 
were  also  routed  to  the  conn  and 
ops  stations.  This  insured  that  the 
ship  could  still  defend  itself  if  the 
tactical  station  was  disabled. 


Standard 

configuration 

In  the  standard  configuration 
the  central  panel  was  used 
to  monitor  phaser  power, 
select  and  monitor  weapons 
systems,  and  control  the 
torpedo  guidance  and  intruder 
scanning  systems.  The  panel 
on  the  far  left  of  the  console 
was  used  to  control  the  photon 
torpedo  launchers  and  to  access 
information  on  other  spacecraft. 
The  panel  on  the  far  right  was 
used  to  establish  a  target  lock 
for  photon  torpedoes  and 
phasers. 


As  with  the  other  consoles  on  the  bridge  the  tactical  station’s  controls  were  touch-sensitive,  and  its 
configuration  could  be  customized  by  the  operator.  The  smaller  control  panels  (above)  were  on  the 
far  left  and  right  of  the  work  station,  and  the  larger  display  (below)  occupied  the  central  position. 
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Tractor  Beams 

The  f/.S.S.  Enterprise  NCC-1701-D  had  a  number 
of  different  tractor  beams  that  were  used  for 
anything  from  towing  vessels  to  safe  locations, 
to  maneuvering  the  ship  when  docking,  and 
guiding  shuttlecraft  into  the  shuttlebays. 


The  primary  use  of  the  tractor  beam  was  to  tow  stricken 
vessels  to  a  safe  harbor  where  they  could  be  repaired. 


The  L/.S.S.  Enterprise  NCC- 
1701-D  was  equipped  with  a 
wide  range  of  tractor  emitters 
that  were  installed  at  specific 
points  on  the  ship’s  outer  hull. 
These  emitters  produced  a 
focused  graviton  beam  that  could 
be  used  to  tow  vessels,  alter  the 
trajectory  of  an  approaching 
object,  or  hold  it  at  a  fixed 
distance  from  the  ship. 

There  were  a  total  of  three 
primary  tractor  beam  emitters 
on  the  Enterprise,  with  two 
located  fore  and  aft  along  the 
bottom  of  the  engineering  hull, 


and  one  positioned  above  the 
main  deflector  dish.  The  density, 
reach,  and  intensity  of  the  tractor 
beams  were  controlled  from  the 
ops  station  on  the  main  bridge. 

Towing  points 

The  tractor  beam  emitter 
located  at  the  rear  of  the  stardrive 
section  was  the  primary  unit  for 
towing  vessels  behind  and  to 
the  side  of  the  Galaxy- class  ship, 
although  the  forward  unit  could 
also  undertake  this  function. 

The  beams  generated  an  inter¬ 
ference  pattern  on  the  surface  of 


the  target  object.  The  strength 
of  this  pattern  was  determined 
by  the  size  and  distance  of  the 
target  from  the  emitter,  and  the 
intensity  of  the  beam  was 
governed  by  the  amount  of  avail¬ 
able  power.  Manipulation  of  the 
focal  point  on  the  object’s  surface 
altered  the  pattern  generated,  and 
resulted  in  the  target  being  drawn 
toward  the  ship. 

The  main  tractor  beam  emitters 
were  also  used  to  immobilize  an 
object  or  to  prevent  a  smaller 
vessel  from  escaping,  so  they 
were  often  targeted  by  weapons 


or  subjected  to  various  amounts 
of  damaging  feedback  energy. 

Due  to  the  significant  mechan¬ 
ical  stress  placed  on  the  hull 
during  tractor  beam  usage, 
the  main  emitters  were  directly 
mounted  to  primary  structural 
members  of  the  ship’s  framework. 
Additional  structural  reinforcement 
could  be  generated  by  routing  the 
emitter  into  the  ship’s  structural 
integrity  field  network. 

As  well  as  the  main  tractor 
beam  emitters,  the  Enterprise  was  I 
equipped  with  secondary  emitters 
that  were  used  in  conjunction  with 


The  ENTERPRISE  emitted  a  forward  tractor 
beam  from  deck  28.  The  beam  was  composed  of 
a  focused  linear  graviton  force  beam  that  was 
used  to  physically  manipulate  objects  across 
short  distances  by  pushing  or  pulling  them. 


the  Reaction  Control  System 
(RCS)  and  to  help  guide  shuttle- 
craft  into  the  shuttlebays. 

Precision  mooring 

The  RCS  tractor  beam  emitters 
were  located  fore  and  aft  of  the 
port  and  starboard  sides  of  the 
saucer  section,  fore  and  aft  on 
each  side  of  the  engineering 
hull’s  midline,  and  on  the  rear 
upper  and  lower  outer  surfaces 
of  the  warp  nacelles.  These  low 
output  tractor  beam  units  were 
used  when  the  starship  was 
carrying  out  precision  maneuvers, 
such  as  docking  at  starbases. 

The  shuttlebay  emitters  were 
located  directly  below  the  exterior 
entrances  to  the  three  shuttle- 
bays.  They  were  controlled  by 
computer,  under  the  direction  of 
the  flight  deck  officer.  Additional 


emitters  were  situated  inside 
the  shuttlebays,  and  could  safely 
maneuver  shuttles  within  a 
350-meter  approach  zone. 


Manipulation  of  strength 

During  its  service,  the  Enter¬ 
prise  used  its  tractor  beams  on 
numerous  routine  operations,  but 
there  were  occasions  when  they 
were  used  in  a  more  exceptional 
way.  In  2368  Lt.  Commander 
Geordi  La  Forge  enhanced  the 
system  when  he  developed  a 
multiphase  tractor  beam  with  the 
help  of  Hannah  Bates  of  Moab 
IV’s  Genome  colony.  Their  modifi¬ 
cation  allowed  warp  power  to  be 
channeled  into  the  tractor  beam 
with  increased  efficiency,  resulting 
in  the  diversion  of  a  potentially 
catastrophic  stellar  core  fragment 
away  from  the  colony. 


In  2368  Geordi  La  Forge  and  Hannah  Bates  increased  the  power  of  the 
ENTERPRISE’S  tractor  beam  so  that  it  could  divert  a  huge  stellar  core 
fragment  away  from  a  colony  on  Moab  IV. 
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Starfleet  officers  used  the  phaser  range  to  practice  their  skills  with  hand¬ 
held  weapons  so  that  they  would  be  prepared  for  a  combat  situation. 


Picard  and  Riker  enjoyed  competing  against  each  other  on  the  phaser 
range,  where  they  would  see  who  could  hit  the  most  targets. 


Phaser  Range 

The  phaser  range  was  a  large  room 
aboard  the  ship  where  the  crew  could 
practice  shooting  at  holographic  targets 
using  their  hand  phasers. 


The  U.S.S.  Enterprise  NCC- 
1701-D  was  equipped  with 
two  phaser  ranges,  where 
personnel  could  maintain  and 
enhance  their  weapons  proficiency 
with  target  practice. 

It  was  important  for  the 
Starfleet  crew  to  keep  their  eye 
keen,  as  they  were  tested  at 
regular  intervals  as  part  of  their 
continuing  training,  so  that  they 
would  be  fully  prepared  should 
a  combat  situation  arise. 

The  phaser  ranges  were  located 
on  deck  4  of  the  ship,  and  each 
consisted  of  a  large  dark  room 
with  an  illuminated  circular  plat¬ 
form  in  the  center.  The  user  would 
stand  inside  the  circle,  which  was 
about  three  meters  in  diameter, 
and  fire  at  holographic  targets 
that  appeared  at  random  in  the 
darkness  around  them. 

Shooting  competition 

The  central  platform  was 
divided  into  two  semi-circular 
areas;  one  blue;  the  other  yellow. 

If  there  were  two  users,  they 
could  compete  against  each  other 
to  see  who  scored  the  most  hits. 

The  targets  were  small,  colored 
lights;  some  appeared  only  briefly, 
while  others  moved  around  the 
room  at  speed.  The  targets  gener¬ 
ated  a  sound  that  indicated  their 


nature  and  distance  from  the 
firer.  When  hit,  they  emitted 
another  noise  that  signalled  that 
they  had  been  destroyed;  misses 
were  signalled  by  another  sound. 

Rules  and  regulations 

The  user  was  not  restricted  to 
firing  at  targets  on  his  or  her  side 
of  the  platform,  although  they 
were  not  allowed  to  step  into 
the  other  user’s  territory.  The 
user  was  not  intended  to  fire  at 
all  of  the  targets,  as  some  colors 
indicated  a  ‘friendly’  target;  this 
helped  to  hone  their  ability  to 
reason  as  well  as  sharpening 
their  reactions. 

The  targets  were  controlled  by 
the  computer,  but  users  could 
choose  from  a  number  of 
programs,  and  the  difficulty  level 
could  be  adjusted.  Extremely 
adept  officers,  such  as  Worf, 
practiced  at  level  14,  where 
some  of  the  programs  only 
lasted  for  one  minute. 

Many  Starfleet  personnel 
found  practicing  on  the  phaser 
range  a  relaxing  activity,  and  they 
enjoyed  the  routine,  which  resem¬ 
bled  a  game.  But  the  phaser 
range  was  not  restricted  to 
Starfleet  personnel;  some 
civilians,  including  Guinan, 
also  enjoyed  using  it. 
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Targets  appeared  in  various  locations  around  the  The  targets  were  controlled  by  computer;  some  Guinan’ s  long  life  allowed  her  to  become  some- 

room,  and  emitted  a  sound  that  alerted  the  user  were  static  and  appeared  only  briefly;  others  thing  of  an  expert  with  a  phaser,  and  she  proved 

to  their  location  and  status.  moved  rapidly  across  the  room.  to  be  an  even  better  shot  than  Worf. 
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The  phaser  range  was  designed  to  be  used  by  one  or  two  officers  at  a  time.  It  was  an  oval  room  with  a  circular 
platform  in  the  center;  the  users  stood  in  the  middle  and  fired  at  targets,  which  appeared  around  them.  Officers 
typically  practiced  with  hand  phasers,  although  there  was  no  reason  why  the  room  could  not  also  be  used  to 
practice  firing  phaser  rifles. 
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Sensor  Systems 


The  primary  mission  of  the  IS.S.S.  Enterprise  NCC-1701-D  was  to  explore  the 
uncharted  reaches  of  the  Galaxy.  In  keeping  with  this  bold  mandate,  the  Enterprise 
was  one  of  the  most  advanced  scientific  starships  of  its  time,  and  had  been 
equipped  with  the  ultimate  in  Federation  technology. 


he  U.S.S.  Enterprise  NCC- 
1701-D  was  equipped  with 
a  remarkable  array  of  sensor 
systems  that  provided  the 
crew  with  vital  environmental 
information  on  stellar  objects 
and  phenomena,  planets,  and 
life  forms.  The  ship  had  several 
sensor  arrays  located  at  a  large 


number  of  points  around  the 
outer  hull. 

There  were  three  distinct  types 
of  sensor  packages  installed  on 
the  Enterprise,  each  of  which  had 
its  own  functions  and  specific 
tasks:  the  long-range  sensors, 
the  lateral  sensors,  and  the 
navigational  sensors. 


Long-range  sensors 


The  long-range  sensor 
system  array  was  located 
at  the  front  of  the  engi¬ 
neering  hull,  directly 
behind  the  main  deflector 
dish.  It  was  designed  to 
scan  ahead  of  the  starship 
to  detect  the  presence 
of  objects  or  unusual 
phenomena.  The  sensor 
array  consisted  of  high- 
power  subspace  frequency 
sensors  that  were  able  to  retrieve  information  at 
speeds  faster  than  light.  The  normal  operating  speed 
of  the  long-range  sensors  was  approximately  five  light 
years  at  high-resolution  mode,  and  lower-resolution 
levels  could  extend  the  range  of  the  sensors  to  17 
light  years,  but  the  quality  of  data  received  was 
reduced  accordingly.  The  sensors  scanned  in  the  direc¬ 
tion  of  flight;  their  primary  purpose  was  to  detect  and 
protect  against  pieces  of  interstellar  debris  that  could 
be  disastrous  if  impacted,  even  at  sublight  speeds. 


The  primary  role  of  the  long-range 
sensors  was  to  detect  objects  in 
the  ENTERPRISE’S  flight  path. 


Lateral  sensors 

Like  human  skin,  the  surface  of  the  Enterprise 
was  instantly  aware  of  changes  in  its  environment 
due  to  a  series  of  lateral  sensor  arrays  positioned 
all  around  the  hull.  Each  array 
consisted  of  a  rack  of  indi¬ 
vidual  sensor  instrument 
pallets;  there  were  144  of 
these,  distributed  on  the 
primary  and  secondary  hull 
lateral  arrays.  In  all,  there 
were  284  available  pallet 
positions;  special  designation 
pallets  could  be  installed  for 
specific  missions. 


Lateral  sensors  provided  data 
on  the  conditions  immediately 
around  the  ship. 


Navigational  sensors 

Multiple  navigational  sensors  fed  raw  data  to  the  ship’s  navigational 
processing  computers  in  a  continuous  stream.  This  data  was  then 
converted  into  readable  information  on  the  ship’s  position  and 
velocity.  There  were  two  different  types  of  navigational  sensors  on 
the  Enterprise.  Long-range  sensors  were  used  when  traveling  through 
‘empty’  space,  often  at  warp  speeds.  However,  within  a  star  system, 
or  when  orbiting  a  planet,  short-range  sensors  were  used. 


Navigational 
sensors  allowed 
the  ship  to 
safely  maneuver 
around  celestial 
objects.- 
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The  primary  hull  lateral 
i  sensors  were  located 
around  the  edge  of 
the  saucer  section. 


The  lower  sensor  platform  was  located 
in  the  area  of  the  captain’s  yacht,  on 
the  underside  of  the  saucer  section. 


The  long-range  sensors  were 
located  behind  the  main 
deflector  dish.  They  included 
EM  scanners,  a  telescope, 
and  a  thermal  imaging  array. 


There  were  144  sensor 
pallets  distributed  across 
the  Enterprise’s  hull.  Each 
could  be  mounted  in  any  one 
of  284  possible  positions. 


The  aft  lateral  sensors,  on 
the  rear  of  the  engineering 
hull,  insured  that  data  was 
collected  on  the  area  behind 
the  ship  as  well  as  in  front. 


Lateral  sensors  were  also 
located  on  the  secondary, 
or  engineering,  hull.  Most 
were  found  along  the  hull’s 
port  and  starboard  sides. 


Behind  the  Scenes 


ENTERPRISE  Visual  Effects 
Ronald  B.  Moore  and  Team 

ENTERPRISE'S  visual  effects  team  is  divided  into  two  groups;  supervisors 
Ronald  B.  Moore  and  Mitch  Suskin  each  tackle  alternate  episodes,  while  VFX 
producer  Dan  Curry  keeps  a  watchful  eye  on  everything.  In  the  first  season  the 
workload  was  so  heavy  that  they  had  to  call  on  David  Stipes  to  help  them  out. 


In  ENTERPRISE’S  first  season  the  VFX 
team  produced  hundreds  of  shots, 
several  of  which  (such  as  the  aliens  in 
‘Silent  Enemy’)  involved  adding  CG 
elements  to  real  footage. 


Dan  Curry  always  tells  people  that,  these 
days,  anyone  can  make  visual  effects; 
all  they  need  is  the  right  software.  So 
the  challenge  for  his  team  is  “just  to 
keep  raising  the  bar  on  artistic  quality 
and  to  make  sure  that  we  deliver  shots  which 
tell  a  story,  and  that  are  not  self-indulgent  but 
are  dramatic  and  visually  exciting.  We  just 
want  to  get  better  at  what  we  do,  and,”  he 
adds,  “keep  it  happening  on  schedule.” 

ENTERPRISE  has  presented  the  visual 
effects  team  with  a  chance  to  start  over. 
Almost  everything  has  been  designed  from 


scratch,  and,  during  the  pilot  they  reinvented 
the  look  of  every  single  piece  of  technology, 
from  transporters  to  phase  pistols.  It’s  been 
an  exciting  time  for  them,  and  their  work  has 
been  rewarded  with  Emmy  nominations  for 
‘Broken  Bow’  and  ‘Breaking  the  Ice.’ 

The  pilot  involved  as  much  work  as  a  major 
effects  movie,  but  when  it  was  done  the  crew 
didn’t  have  a  chance  to  rest.  In  fact,  Ron 
Moore  was  on  the  sound  stage  supervising 
shots  for  ‘Strange  New  World’  before  he 
started  post  production  on  ‘Broken  Bow.’ 
When  filming  was  over,  he  locked  himself 


in  the  darkness  of  the  edit  suite  and  forgot 
all  about  it.  'Broken  Bow’  consumed  him  for 
months,  and  he  only  returned  to  ‘Strange 
New  World’  when  his  work  was  finished.  “It 
just  seemed  like  forever  ago  that  we  had  shot 
it,”  he  remembers.  “It  was  an  interesting  one, 
because  we  were  playing  with  the  transporter; 
we  did  a  location  shoot;  we  did  most  of  it  at 
night.  We  had  some  CG  monsters,  so  we  got 
a  chance  to  do  some  cool  stuff  there.” 

Dan  also  worked  on  this  show,  contributing 
some  matte  paintings  of  floral  areas,  which 
were  added  to  the  film  of  the  location.  He 
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The  hallucinatory  monsters  that  the  landing  party  saw  in  ‘Strange  New  World’ 
were  created  by  Eden  FX,  using  CG  modeling  techniques. 


David  Stipes  returned  to  supervise  two  shows ,  both  of  which  called  for  the  shuttle 
to  fall  through  the  ground;  in  ‘Terra  Nova’  it  fell  through  earth  into  a  collapsed  tunnel. 


split  the  work  with  matte  painter  Eric 
Chauvin,  and  he  is  very  pleased  with  the 
results.  “When  we  were  finished,”  he  says, 

“I  don’t  think  anyone  would  even  recognize 
it  as  Bronson  Caves.” 

Ron  would  normally  have  started  work 
on  two  more  shows  while  he  was  doing  post 
production  on  ‘Broken  Bow.’  Since  this  wasn’t 
possible,  Dan  and  supervising  producer  Peter 
Lauritson  called  on  an  old  colleague  to 
provide  them  with  some  cover.  David  Stipes 
is  a  veteran  of  both  STAR  TREK:  THE  NEX  T 
GENERATION  and  STAR  TREK:  DEEP 
SPACE  NINE.  These  days,  he  spends  most  of 
his  time  teaching  film  in  Arizona,  but  he  was 
more  than  happy  to  return  to  Paramount. 

“It  felt  like  I  was  gone  over  a  weekend,”  he 
laughs.  “I  was  surprised  at  how  little  things 
had  changed.  I  walked  into  the  office  and  the 
desks  were  in  the  same  places;  most  of  the 
same  posters  and  decorations  were  on  the 


walls.  It  all  appeared  the  same,  except  that 
there  was  a  new  person  at  one  of  the  desks.” 

David’s  two  shows  both  involved  sequences 
in  which  shuttles  fell  through  weakened 
ground,  and  he  had  to  find  a  different 
approach  for  each  environment.  In  both  cases 
he  decided  to  use  practical,  filmed  elements  to 
enhance  the  CG  ground.  To  film  the  elements 
he  took  John  Gross  and  the  rest  of  the  Eden 
FX  team  out  into  their  parking  lot,  where  he 
set  up  a  digital  camera. 

John  confesses  that  he  was  slightly  surprised 
by  some  of  the  materials  David  decided  to 
work  with.  “In  the  past,  if  we’ve  needed 
elements  for  dust  or  something,  we’ve  always 
tried  to  go  out  and  shoot  real  dust.  What  we 
learned  while  shooting  with  David  was  how 
to  take  fuller’s  earth  and  pieces  of  cork  and 
make  it  look  like  earth  and  rocks.  For  snow  we 
probably  would  have  thought  of  baking  soda, 
but  salt  worked  great.” 


BeM  the  Scenes 

‘Breaking  the  Ice’  also  involved  a  new 
Vulcan  ship  and  a  comet,  which  David  based 
on  photographs  of  several  real-life  comets, 
although  to  make  it  more  dramatic  this  comet 
moves  faster  than  the  real  thing.  David  also 
says  that  there  were  a  few  things  they  couldn’t 
show.  “The  artistic  thing  I  missed  was  the 
lack  of  moving  stars.  The  comet  gets  turned 
around  by  the  explosion,  but  we  could  not 
show  the  displacement  or  movement  of  the 
stars  in  the  live-action  stage  shots.” 

Ron  entered  regular  production  with  the 
10th  show  of  the  year  -  ‘Fortunate  Son.’  It 
featured  new  models  of  the  ECS  Fortunate  Son 
itself,  small  Nausicaan  fighters,  and  a  base  that 
was  built  into  an  asteroid,  but  many  people 
probably  didn’t  notice  one  of  the  most 
impressive  shots.  The  show  opens  with  Ryan 
and  his  captain  taking  advantage  of  the  low 
gravity  to  toss  a  football  to  one  another  over  a 
massive  cargo  bay. 

Virtual  game 

“Other  than  the  two  guys  and  a  little  bit  of 
a  set,  that  sequence  is  completely  CG,”  Ron 
explains.  “We  had  a  shot  of  the  guy  throwing 
the  football,  and  one  of  the  guy  catching  it  at 
the  opposing  end.  We  shrunk  the  second  guy 
down  and  put  him  way  off  in  the  distance  to 
give  it  size.  Then  everything  in  between  was 
CG.  That  was  done  by  Bruce  Branit  at 
Strange  Engine.  He’s  a  really  good  animator, 
and  every  now  and  then  I  get  something  that  I 
feel  has  his  name  on  it.” 

The  sequence  involved  having  the  actor 
throw  a  real  football,  and  then,  as  soon  as  it 
left  his  hand,  replacing  it  with  a  CG  version. 
The  shot,  where  the  ball  sails  across  frame 
in  slow  motion,  was  completely  computer¬ 
generated. 

Ron’s  next  episode,  ‘Silent  Enemy,’  involved 
Enterprise’ s  phase  cannons.  These  had  been  in 
the  original  script  for  ‘Broken  Bow,’  so  they 
had  been  designed  and  partially  built.  When 
the  script  was  changed  the  job  was  left  unfin¬ 
ished,  but  it  was  a  simple  matter  to  complete 
it  now.  “We  worked  out  where  they  were  on 
Enterprise,  and  we  had  the  basic  model  built. 

We  just  had  to  go  in  and  make  some  changes 
to  make  it  work  with  the  set  piece,  because 
you  actually  see  the  cannon  inside  the  ship.” 

Because  Foundation  Imaging  had  started 
work  on  the  cannons,  they  were  given  the  job 
of  finishing  them  off  and  creating  the  shot 
where  they  blasted  the  top  off  a  mountain. 
Inevitably,  the  phase  cannons  received  more 
than  the  usual  amount  of  attention  from  the 
producers,  and,  Ron  says,  the  same  was  true 
of  the  beam  they  produced.  “Since  it  is  a  new 
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weapon  that’s  going  to  be  seen  a  lot,  the 
powers-that-be  wanted  to  see  what  we  were 
doing  way  in  advance.  The  biggest  concern 
was  that  it  look  different,  and  we  had  the 
super  blast,  so  we  had  to  make  sure  that  the 
difference  in  power  was  noticeable.” 

The  phase  cannons  weren’t  the  only  new 
piece  of  Starfleet  hardware  we  saw  in  the 
show;  the  episode  opened  with  Enterprise 
deploying  Echo  Two,  a  subspace  beacon  that 
enabled  them  to  maintain  communications 
with  Earth.  This  was  designed  by  John  Eaves 
in  the  art  department  and  built  by  Fred 
Pienkos  at  Eden.  “I  love  modeling,”  Fred 
smiles,  “but  I  rarely  get  a  chance  to  do  it.  I 
actually  got  to  build  Echo  Two  from  scratch. 
That  was  fun,  because  they  gave  me  a  lot  of 
freedom;  the  shape  was  in  the  concept  draw¬ 
ings,  but  I  got  to  add  all  the  technology  that 
was  built  into  it.  Then  I  did  the  sequence 
where  it  was  dropped.” 

Bizarre  creatures 

‘Silent  Enemy’  also  called  on  Dan’s  talents, 
as  he  was  deeply  involved  with  the  design  of 
the  CG  aliens  who  mount  a  brief  raid  on 
Enterprise.  “I  had  the  opportunity  to  design  the 
alien  creatures,”  he  remembers.  “I  worked 
with  John  Teska  up  at  Foundation  Imaging.  I 
wanted  their  skin  to  be  somewhat  transparent, 
like  those  fish  where  you  can  see  their  internal 
organs.  John  did  a  great  job  in  creating  a 
creature  like  that,  where  it’s  almost  like  a  jelly¬ 
fish  on  the  outside  and  you  can  see  the  nerves 
under  the  skin.  I  was  very  happy  with  those.” 

Unlike  the  football,  the  CG  aliens  had  to  be 
added  to  a  real  set,  and,  as  Ron  explains,  this 
presents  a  particular  set  of  challenges.  “You 
have  to  match  the  lighting,  and,  of  course,  the 
actors  can’t  see  them.  What  I  generally  do  is 
have  them  shoot  the  scene  with  people  acting 
as  the  aliens;  we  just  go  through  all  of  the 
motions  that  I  want  them  to  have,  with  what¬ 
ever  camera  move  they  are  going  to  use.  Then 
the  actors  have  an  idea  what  they  are  looking 
at,  and  the  CG  guys  can  see  the  lighting  that 
ultimately  has  to  go  back  on  to  the  creature. 
After  that  we  do  the  shot  again  with  the 
camera  moving  but  without  the  actors  so  that 
we  have  something  we  can  add  the  CG  to.” 

‘Shadows  of  P’Jem’  was  a  relatively  light 
show  for  the  VFX  team.  “It  was  beams!”  Ron 
exclaims.  It  did  feature  a  Coriclan  fighter 
plane  that  was  modeled  on  a  real,  experi¬ 
mental  plane  that  Dan  saw  one  morning  on 
his  way  to  work. 

‘Shuttlepod  One’  may  have  been  a  light 
show  for  some  departments,  but  it  was 
surprisingly  intense  for  the  VFX  team.  It 


David’s  second  show,  ‘Breaking  the  Ice,’  was  nominated  for  an  Emmy  award.  It  involved 
ENTERPRISE  visiting  a  comet. 


For  this  shot  of  the  ground  collapsing  the  team  at  Eden  added  CG  ground  to  the  live  action 
footage  that  was  filmed  on  the  sound  stage. 


David  says  that  the  model  of  the  comet  is  fairly  accurate,  but  that  the  surface  textures 
move  more  than  they  would  in  real  life  and  the  comet  travels  faster. 
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This  shot  from  ‘Fortunate  Son’  is  much  more  complicated  than  it  looks.  The  actors  and 
I  the  ball  are  real,  but  everything  else  in  the  shot  is  a  CG  model  that  was  created  by 
I  Bruce  Branit  at  Strange  Engine. 


As  soon  as  the  real  football  leaves  Ryan’s  hand,  it  is  replaced  with  a  CG  version  that 
Bruce  could  control  perfectly.  In  fact,  everything  in  this  shot  is  computer-generated. 


‘Fortunate  Son’  also  featured  a  Nausicaan  base  that  was  built  into  an  asteroid.  Ron  says 
that  asteroids  have  been  a  big  feature  of  ENTERPRISE,  but  he  has  no  idea  why. 


featured  countless  shots  of  the  shuttle  flying 
through  space,  an  asteroid  field,  damage  to 
Enterprise,  and  a  sequence  in  which  Trip  and 
Reed  blew  the  engine  off  their  shuttlepod  in 
a  desperate  attempt  to  get  Archer’s  attention. 

Because  the  previous  show  had  been  quite 
light,  Fred  Pienkos  had  had  a  chance  to  start 
work  on  the  modeling  for  this  last  shot  before 
anyone  had  decided  exactly  what  it  would 
show.  “When  they  built  the  shuttlepod  they’d 
never  planned  for  the  engine  to  come  off,  so 
when  you  pulled  it  apart  there  was  nothing 
inside,”  he  explains.  “I  built  out  all  the  insides 
of  the  shuttle  and  where  it  connected  to  the 
engine  in  case  we  did  get  that  close.” 

Cool  but  out  of  place 

Ron  remembers  that  they  actually  planned 
out  a  shot  that  would  have  shown  all  the 
detailed  work  Fred  had  done.  “We  were  going 
to  come  in,  and  you  could  see  the  engine  eject 
and  the  hoses  break  and  all  of  the  stuff.  It  was 
just  gorgeous.  Then  we  realized,  ‘Well,  you 
know,  we  could  get  carried  away.  The  whole 
show  isn’t  about  this  engine  blowing  off.’  So 
we  ended  up  trimming  a  lot  of  it  out  and 
making  it  work  in  a  little  bit  less  time.  It  was 
really  a  character  show,  and  we  just  wanted 
to  illustrate  that  as  best  we  could.” 

John  Gross  adds  that  the  original  shot 
wasn’t  working,  because  it  was  too  close  up 
to  show  what  was  going  on,  but,  he  says,  the 
modeling  has  all  been  done,  so  we  may  get  to 
see  it  someday. 

Ron  was  particularly  pleased  with  one  of 
the  shots  in  the  sequence  when  Archer  and 
T’Pol  are  inspecting  the  damage  to  Enterprise’s 
shuttlebay  doors.  “There’s  a  space  between 
the  deck  of  the  shuttlebay  and  the  doors  on 
the  bottom  of  Enterprise.  All  of  that  is  built  in 
CG,  so  we  took  the  camera  up  inside.  When 
you  look  back  down  at  the  inspection  pod, 
you  see  T’Pol  and  Archer  inside;  that’s  all  CG, 
including  the  people.” 

The  next  show,  ‘Rogue  Planet,’  presented 
Ron  and  the  team  at  Eden  with  some  difficult 
conceptual  challenges.  The  planet  in  the  title 
had  broken  free  of  its  orbit,  and  was  floating 
through  space  like  a  stray  asteroid.  Because  it 
didn’t  have  a  sun,  there  was  nothing  to  cast 
light  on  it.  “It  was  odd  -  just  trying  to  show  a 
planet  in  space,”  Ron  says,  “We  were  really 
excited  about  this  great  shot  we  had.  Peter 
[Lauritson]  happened  to  drop  by  the  bay.  Fie 
was  looking  at  it  for  a  while  and  then  he  said, 
Well,  are  you  going  to  put  stars  on  the  left 
side  of  the  frame?’  We’re  like,  ‘Uh,  that’s 
where  the  planet  is!’  So  we  had  to  cheat  it.” 

As  John  Gross  explains,  the  solution  was  to 


53 


Behind  the  Scenes 


boost  all  the  natural  light  sources  they  could. 
“The  starlight  had  to  basically  get  much 
brighter.  When  it  came  to  the  shots  on  the 
surface  we  tried  to  do  as  much  as  we  could 
with  real  lighting  from  the  shuttle  or  their 
headsets.” 

The  darkness  on  the  surface  also  caused 
some  problems  for  Ron.  “You  had  these  guys 
shooting  these  blasts  through  the  trees.  Now, 
there  are  these  big,  bright  beams  at  night,  they 
are  going  to  light  up  all  the  leaves,  and  the 
light  they  cast  is  going  to  move.  If  you  don’t 
put  that  in  there,  it  looks  really  odd.” 

The  easiest  solution  was  to  somehow  fake 
the  light  from  the  weapons  fire  when  Ron  was 
filming  the  scene.  The  method  he  adopted 
was  surprisingly  low-tech,  but  there  is  no 
denying  it  was  effective.  “I  had  [director  of 
photography]  Marvin  [Rush]  run  through 
holding  a  bright  light!”  he  laughs.  “Marvin’s 
really  good  at  getting  us  those  kinds  of 
elements.  I  didn’t  think  it  was  going  to  work 
when  he  said,  ‘I’ll  come  out  and  do  it  with 
a  flashlight.’  I’m  sitting  there  thinking,  ‘Oh, 
yeah,  a  flashlight.’  Then  he  came  out  with 
this  killer  flashlight!” 

In  the  editing  bay  Ron  was  able  to  ‘paint’ 
the  areas  that  were  lit  up  by  Marvin’s  flash¬ 
light  on  to  the  footage  that  showed  the  actors, 
making  everything  look  perfect. 

Shifting  shapes 

Like  ‘Silent  Enemy,’  the  show  also  featured 
some  GG  creatures.  Once  again,  Dan  settled 
down  with  John  Teska  to  design  them.  “We 
took  the  targ  that  I  had  designed  for  ‘Sleeping- 
Dogs,’  which  John  also  did  for  us.  By  the  time 
‘Rogue  Planet’  came  around  there  had  been 
some  improvements  in  Lightwave  modeling, 
so  we  pushed  and  pulled  and  twisted  and 
tweaked  that  targ  into  the  boar-like  creature.” 

Dan  and  John  also  designed  the  wraith’s 
true  form,  which  appeared  at  the  show’s 
conclusion.  Ron  was  responsible  for  super¬ 
vising  the  live  action  part  of  this  shot,  and  he 
remembers  that  Scott  Bakula  offered  some 
very  useful  input.  “Scott  was  very  concerned 
that  if  you  do  a  CG  creature  you  want  to 
make  sure  it’s  something  you  can  feel 
sympathy  for.  It  shouldn’t  be  this  gruesome, 
ugly-looking  thing;  it  had  to  work  with  the  rest 
of  the  show.  That  was  hard,  given  the 
description  of  what  this  thing  really  was.  I 
thought  what  we  came  up  with  was  cool.  I 
shot  it  with  the  girl  going  through  the  motions. 
She’s  looking  at  him,  they’re  holding  hands; 
she  turns  to  walk  away,  and  then  just  comes 
back  and  takes  that  final  look  at  him.  I  was 
pretty  pleased  with  the  way  that  worked  out.” 


John  Gross  points  out  that  in  ‘Silent  Enemy’  Echo  Two  was  actually  launched  from 
the  port  that  is  now  used  by  the  phase  cannons. 


Dan  Curry  worked  with  John  Teska  at  Foundation  Imaging  to  create  the  unnamed  CG 
creatures  in  ‘Silent  Enemy,  ’  and  was  very  pleased  with  their  slightly  translucent  skin. 


Fred  Pienkos  modeled  the  shuttle’s  engines  in  some  detail,  but  in  the  end  the  team 
settled  on  a  distant  shot  that  didn’t  show  off  all  his  work  to  the  viewers. 
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I  Dan  Curry  describes  this  matte  painting  from  ‘Oasis’  as  “an  interesting  experiment”  that 
<  he  is  sure  he  will  revisit.  It  combines  distorted  2D  layers  with  3D  elements. 


Dan  was  very  involved  with  the  next  show 
'  too;  ‘Oasis’  opened  with  a  matte  painting  that 
showed  a  freighter  crashed  on  the  surface  of 
a  planet.  “CG  mattes  are  still  moving  along,” 
Ron  explains,  “and  we’re  not  quite  there 
yet.  I  think  Dan  was  looking  forward  to  this 
opportunity  to  work  with  Fred  and  try  to 
develop  a  new  system  for  more  realistic  work.” 

Experimental  technique 

One  of  the  problems  with  traditional  matte 
paintings  is  that,  because  they  are  flat,  the 
perspective  only  works  from  one  angle,  so  you 
can’t  move  the  camera  when  you  film  them. 
Dan  explains  that  he  wanted  to  try  an 
experimental  approach  that  would  overcome 
this  difficulty.  “It  combined  the  old  matte 
painting  philosophy  with  3D  elements,  and 
allowed  us  to  do  something  that  was  more 
complicated  than  normal  without  having  to 
build  a  full  3D  environment.  I  did  some 
elements  in  Photoshop  and  took  those  down 
to  Fred.” 

What  Fred  then  did  was  separate  the 
elements  of  the  matte  painting  into  several 
two-dimensional  layers,  which  he  put  at 
different  distances  from  the  camera.  At  this 
stage  they  were  like  two-dimensional  cutouts 
in  a  child’s  puppet  theater.  These  flat  layers 
were  then  stretched  and  pulled  into  a  rela¬ 
tively  shallow  3D  shape.  As  Dan  explains,  this 
helped  to  create  the  illusion  that  they  weren’t 
completely  flat.  “If  you  took  a  flat  photograph 
of  a  stone  and  moved  it  forward,  it  would  stay 
flat;  there  would  be  no  perspective  changes. 
But,  if  you  took  your  photograph  and 
wrapped  it  around  something  that  was  like  a 
high-relief  coin,  then  if  you  moved  it  forward 
it  would  have  relief  and  enough  perspective  to 
fool  the  eye.” 

Fred  adds,  “They  were  basically  2D  layers, 
then  we  laid  ground  with  3D  geometry  in 


front  of  them.  That  was  the  ground  with  the 
grass  that  the  shuttle  lands  in.  The  alien  ship 
was  also  a  3D  element  that  had  to  be  merged 
into  the  matte  painting  and  color  corrected  to 
look  like  it  was  really  sitting  there.” 

That  alien  ship  was  one  of  the  rare  examples 
of  an  old  model  that  was  reworked  for 
ENTERPRISE.  “Basically,  it  was  the  old 
Bajoran  freighter,”  John  Gross  explains. 

“We  changed  it  a  little  bit:  rusted  it  up,  and 
changed  the  color.” 

Ron’s  shows  actually  got  heavier  as  he 
approached  the  end  of  the  season,  so  to 
enable  him  to  devote  himself  to  ‘Desert 
Crossing’  his  coordinator,  Liz  Castro  took 
on  the  bulk  of  the  work  for  ‘Vox  Sola.’  “The 
hardest  part  was  the  creature,”  she  says. 

“They  did  it  practically  on  the  set,  and  they 
also  wanted  it  to  have  these  CG  tendrils  reach 
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out  and  pull  people  up  and  out  of  frame;  they 
wanted  to  see  the  tendrils  flicking  around.  To 
enhance  it  they  had  a  lot  of  goo,  which  they 
painted  all  over  the  practical  model  right 
before  they  would  roll  so  that  you  would  see 
bits  dripping  on  the  actors.  That  helped  us 
to  match  the  CG.” 

Dan  made  the  time  to  help  Liz  out  and 
the  VFX  team  spent  a  lot  of  time  on  the  set 
so  they  could  advise  director  Roxann  Dawson. 
“That  was  one  I  found  particularly  inter¬ 
esting,”  Dan  says,  “because  there  were  a  lot 
of  different  departments  all  working  in  unison 
-  production  design,  special  effects,  visual 
effects,  and  stunt.  When  we  were  laying  out 
where  the  people  would  be  suspended,  our 
stunt  coordinator  and  I  came  up  with  the  idea 
of  faking  large  foam  core  cutouts  that  we 
could  just  stick  on  stands  and  move  around 
so  that  Roxann  could  visualize  how  big  the 
people  would  be  in  the  cargo  bay.” 

Alien  home 

Once  they  had  filmed  the  actors  on  the  set, 
the  VFX  crew  had  to  create  a  CG  version 
that  blended  in  seamlessly.  “The  tendril  was 
the  easy  part,  because  it  moved  real  quick,” 
Liz  says.  “We  had  to  design  the  look  of  the 
planet  after  what  they  had  done  practically; 
that  was  all  CG.  We  shot  the  cast  in  their 
EV  suits  against  bluescreen,  but  we  had  a 
practical  dirt.” 

While  Liz  and  Dan  were  working  with  the 
gooey  creature,  Ron  was  out  in  the  desert. 
“Usually  I  don’t  like  going  to  the  desert, 
and  I  was  not  looking  forward  to  it!”  He 


The  VFX  team  had  to  match  their  CG  version  of  the  ‘Vox  Sola’  creature  to  the  practical 
‘monster’  that  was  filmed  on  set.  Most  of  the  creature  animation  was  done  by  John  Teska. 
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The  Geskana  match  in  ‘Desert  Crossing’  had  to  be  pantomimed  because  it  was  impossible  to  film  it  with  a  real  ball.  Ron  worked  closely 
with  the  editors  to  get  the  timing  right ,  and  then  handed  the  sequence  over  to  Bruce  Branit,  who  added  the  glowing  ball. 


Although  the  actors  walk  all  around  it,  Zobral’s  shuttle  was  only  built  as  a  CG  model. 
If  you  look  closely  you  can  see  the  top  of  the  propane  tank  used  by  the  welder. 


remembers.  “But  that  turned  out  to  be  my 
favorite  show  of  the  year.  On  the  location 
there  were  a  lot  of  beautiful  sand  dunes  and 
stuff.  When  we  went  out  to  shoot  it  was 
absolutely  gorgeous,  but  on  the  second  day  a 
sandstorm  came  in  and  ultimately  shut  down 
production.  I’ve  been  through  sandstorms 
before,  but  this  was  so  ugly.  Your  visibility 
would  drop  to  nothing  and  it  was  stinging 
your  face,  but  it  was  gorgeous.  I  had  planned 
to  get  out  on  a  dune  buggy,  take  the 
cameraman  with  me,  and  shoot  a  lot  of 
footage  we  could  use  for  backgrounds,  but  we 
couldn’t  do  it.  What  I  ended  up  doing  was 
taking  my  digital  camera  and  shooting  a  lot  of 
still  pictures.” 

Real  elements 

Ron’s  original  plan  was  to  film  various  shots 
of  empty  desert  that  Eden  could  then  use  as  a 
setting  for  the  3D  models  of  \dllages  and  tents 
they  were  going  to  build.  “We  were  going  to 
create  a  lot  of  these  things  as  mattes,  but  in  all 
cases  I  intend  to  have  some  real  footage  that 
we  were  going  to  use  as  our  basis;  I  wanted 
this  to  look  as  real  as  possible.” 

One  of  the  major  shots  involved  the  shuttle 
landing  in  front  of  the  village.  Archer  and 
Trip  then  got  out  and  turned  to  look  at  the 
settlement,  which  we  could  see  in  the  distance. 
The  team  managed  to  add  the  callage  to  the 
shot  with  the  shuttle,  though  Ron  says  it  was 
something  of  a  nightmare  because  the  camera 
was  moving,  and  he  had  to  paint  out  several 
elements  including  footprints  in  the  sand  and 
a  large  metal  post. 

“Then  they  look  and  they  see  the  city,”  Ron 


shakes  his  head.  “That  was  one  of  the  few 
plates  we  shot  from  the  right  position.  We 
tried  and  tried,  but  every  time  I  looked  at  the 
shot,  it  wasn’t  working.  That  was  when  I 
pulled  up  my  computer  and  started  looking 
through  pictures  with  the  CG  guys,  and  said, 
‘You  know,  let’s  just  switch  it.’  Then  it  started 
to  work  because  we  had  something  that  was 
composed  for  what  we  were  trying  to  do.” 

John  Gross  was  particularly  pleased  with 
the  elements  that  Fred  and  his  team  added  to 
Ron’s  digital  stills.  “We  ended  up  using  the 
stills  in  a  number  of  places.  For  the  first  shot 
where  we  see  the  shuttlepod  coming  in,  every¬ 
thing  is  CG  except  the  sand  itself.  In  fact  a  lot 
of  the  sand  dunes  in  the  foreground  are  CG. 
There  are  all  these  little  huts;  there  are  people 
walking  around;  there  are  tents  blowing  in  the 


wind.  Because  some  of  the  real  plates  had 
dune  buggy  treads  in  them,  Ron  asked  us  to 
create  some  kind  of  motorcycle  thing  just  to 
establish  where  these  tread  marks  might  have 
come  from.  We  put  a  little  CG  three-wheeled 
vehicle  in  there  with  a  little  CG  person.” 

The  Geskana  game  also  involved  a  degree 
of  creativity.  “That  was  difficult,”  Dan  says. 

“I  played  lacrosse  all  through  from  grammar 
school  in  to  college  so  I  have  a  great  affection 
for  the  game.  Of  course,  Scott  and  Connor 
are  very  athletic  guys.  I  lent  them  a  couple  of 
my  lacrosse  sticks  to  fool  around  with  just  to 
get  the  feel  of  it  and  they  picked  it  up  right 
away.  One  of  our  background  artists  plays 
lacrosse  in  a  league  so  he  was  brought  in  as 
a  technical  guy  and  also  as  one  of  the  players. 
Unfortunately,  the  props  were  not  really 
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Behind  the  Scenes 


The  shots  showing  the  desert  settlement  featured  CG  models  that  were  added  to  digital 
still  pictures  that  Ron  took  on  location. 


This  3D  graphic  that  Fred  made  for  ‘Shockwave’  was  so  well  received  that  the  producers 
asked  him  to  do  some  work  on  STAR  TREK  NEMESIS. 


practical  -  if  you  went  to  throw  a  ball  it 
would  bounce  off  the  lip  of  the  spoon  and 
shoot  down,  so  there  was  no  way  you  could 
use  them  to  throw.” 

Ron’s  solution  to  the  problem  was  to  have 
the  actors  pantomime  throwing  the  ball  on 
location  and  to  then  add  a  CG  ball  in  post 
production.  This  was  another  job  that  he 
gave  to  Bruce  Branit  at  Strange  Engine. 

This  episode  also  has  a  surprisingly  invisible 
shot:  even  though  Zobral’s  shuttle  appeared  in 
the  shuttlebay,  there  was  no  practical  version 
of  it  at  all.  In  the  past,  the  crew  would  have 
had  to  build  a  physical  replica  for  the  actors 
to  work  with,  but  technology  has  now 
advanced  to  the  point  where  Fred  could 
add  it  digitally. 

“There  was  some  stuff  that  we  had  to  cover 
up,”  Ron  remembers.  “For  example,  where 
the  shuttle  is  there  was  a  big  welder  and  all  of 
the  cables  and  stuff.  The  only  shot  we  did 
greenscreen  was  when  Zobral  turned  and 
walked  toward  the  shuttle.  I  was  a  little 
concerned  about  that  because  the  director 
had  him  step  up  like  he  was  going  to  go  up 
into  it.  I  was  like,  ‘You  know,  I  don’t  even 
know  what  this  looks  like.’  The  actor  got  up 
there,  stepped  inside  and  drove  it  away!” 

The  home  straight 

A  year  after  he  started  work  on  ‘Broken 
Bow’  Ron  finally  got  to  the  last  episode  of 
ENTERPRISE’S  first  season.  Although  it  was 
a  big  show,  the  workload  wasn’t  too  heavy. 

As  Ron  says,  many  of  the  ships  and  effects 
had  been  used  in  the  pilot  or  ‘Cold  Front,’ 
and  they  weren’t  as  demanding  second  time 
around. 

One  area  Ron  thought  might  involve 
work  turned  out  to  be  much  easier  than  he 
expected.  “I  was  surprised  that  there  is  actu¬ 
ally  a  set  piece  for  the  accordion-like  docking 
tube  on  the  top  of  the  shuttle.  I  kept  reading 
the  script  and  I  wasn’t  sure  how  that  was 
going  to  work.  I  went  out  to  look  at  the  shuttle 
and  talked  to  [production  designer]  Herman 
[Zimmerman]  and  sure  enough  it  was 
something  they  had  already  built.” 

Some  of  the  more  impressive  shots,  such 
as  the  ruined  city  at  the  end,  involved  matte 
paintings  so  they  were  handled  by  Illusion  Arts. 

Ron  ended  the  year  tired  but  in  good  spirits, 
and  says  that  ENTERPRISE’S  first  season  has 
been  one  of  the  best  experiences  he’s  ever 
had.  “I’ve  done  15  years  with  the  show,  and 
this  was  probably  one  of  the  most  exciting. 
Everybody’s  attitude  was  just  terrific.  Every¬ 
body  was  out  to  do  their  best,  and  it  was  fun. 

It  was  hard,  but  it  was  rewarding.”  ^ 
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Briefing:  Hikaru  Sulu 


Hikaru  Sulu  had  an  immensely  distinguished  career  as  a  scientist,  a 
bridge  officer,  and  as  the  captain  of  an  exploration  vessel.  He  always 
kept  his  sense  of  humor,  and  found  time  to  pursue  a  range  of  interests. 


Hikaru  Sulu  served  with  distinction  on 
the  U.S.S.  Enterprise  NCC-1701  for  over 
25  years.  He  went  on  to  command  the 
U.S.S.  Excelsior  NCC-2000  through  an 
important  period  in  Federation  history, 
and  is  remembered  as  one  of  Starfleet’s 
most  admired  explorers. 


Hikaru  Sulu  has  earned  an 
important  place  in  Starfleet 
history.  He  is  primarily  known 
for  serving  as  the  helmsman 
on  the  U.S.S.  Enterprise  NCC- 
1701' s  legendary  five-year 
mission,  under  the  command  of 
Captain  James  T.  Kirk.  But  later  in 
his  career  he  realized  his  dream 
of  commanding  his  own  starship 
when  he  was  appointed  captain 
of  the  U.S.S.  Excelsior  NCC-2000. 

Starting  point 

Of  Asian  descent,  Sulu  was 
born  in  San  Francisco,  Earth,  in 
2237.  Starfleet  Headquarters  and 
Starfleet  Academy  are  close  by, 
so  it  was  perhaps  inevitable  that 
Sulu  chose  the  service  as  his 
career.  Sulu  was  originally  posted 
to  the  Enterprise  as  a  physicist, 
but  in  2266  he  transferred  to  the 
bridge,  taking  the  post  of  senior 
helm  officer.  As  well  as  piloting 
the  ship,  Sulu  also  had  the 


responsibility  of  operating  the 
vessel’s  weapons  systems.  He 
held  this  position  on  the  Enter¬ 
prise  for  over  25  years,  playing 
a  key  role  in  many  of  the  ship’s 
pioneering  missions. 


Cool  head 

Sulu  quickly  established 
himself  as  a  dedicated  and  effi¬ 
cient  officer  who  could  be  relied 
upon  in  an  emergency.  When  the 
Enterprise  was  threatened  with 
destruction  by  Balok’s  huge 
spherical  starship,  the  Fesarius, 
the  navigator,  Lt.  Kevin  Bailey  - 
who  shared  the 
same 


Hikaru  Sulu 


Sulu  was  originally  assigned  to  the  U.S.S.  ENTERPRISE  NCC-1701  When  the  FESARIUS  threatened  the  ENTERPRISE  Sulu  tried  to  cover 

as  a  physicist,  but  he  transferred  to  the  helm  position  in  2266.  for  his  colleague,  Kevin  Bailey,  who  began  to  panic. 
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Hikaru  Sulu 


Sulu’s  resolve  was  tested  to  the  limit  When  Sulu  became  infected  with  the  Psi  2000  virus,  he  lost  his 

when  he  was  left  stranded  on  the  freezing  inhibitions  and  lived  out  his  dream  of  being  a  swashbuckling 

surface  of  planet  Alfa  117.  adventurer  by  running  riot  through  the  ship  with  his  fencing  foil. 


console  as  Sulu  -  lost  his 
composure.  Sulu,  however, 
i  remained  calm  under  pressure, 
and  tried  to  cover  for  Bailey  until 
he  could  pull  himself  together. 
Attempting  to  help  his  colleague 
and  friend  was  typical  of  Sulu; 
he  was  a  team  player,  which 
made  him  very  popular  with 
his  crewmates. 

Humor  in  adversity 

Off  the  ship,  too,  Sulu 
provided  invaluable  support  to 
his  colleagues.  When  he  was 
part  of  a  geologic  survey  that 
became  trapped  on  the  icy 
surface  of  planet  Alfa  117  after 
a  transporter  malfunction,  he 
maintained  his  spirits,  even  as 


the  planet’s  climate  began  to 
drop  to  sub-zero  temperatures.  He 
joked  with  a  concerned  Kirk  that 
he  would  like  to  get  back  to  the 
ship  before  the  “skiing  season,” 
and  requested  that  they  send 
down  some  coffee  or  rice  wine. 

As  the  temperature  continued  to 
drop,  Sulu  was  able  to  bolster  the 
spirits  of  the  rest  of  the  landing 
party;  although  he  was  suffering 
from  extreme  exposure  and  frost¬ 
bite,  he  joked  about  why  “room 
service"  was  taking  so  long. 

One  time  when  Sulu  did  lose 
his  composure,  however,  was 
when  he  and  the  rest  of  the 
crew  became  infected  with  the 
Psi  2000  virus.  It  caused  them 
to  lose  their  inhibitions  and 


reveal  their  most  deep-seated 
passions.  Sulu  took  on  the 
persona  of  swashbuckling 
swordsman  and  terrorized  the 
crew  with  his  fencing  foil;  he 
roamed  the  ship  bare-chested, 
and  took  on  anyone  who  crossed 
his  path,  before  Spock  finally 
incapacitated  him  with  a  Vulcan 
nerve  pinch. 

At  the  helm 

Apart  from  this  unfortunate  inci¬ 
dent,  Sulu  continued  to  provide 
exemplary  service  to  Captain 
Kirk.  His  skills  as  a  helmsman 
kept  the  ship  out  of  trouble  on 
numerous  occasions,  such  as 
in  2266  when  the  Enterprise 
became  embroiled  in  a  battle 


IMPORTANT  DATES 


2237 

Hikaru  Sulu  is  born  in  San 
Francisco,  Earth. 

2265 

Sulu  joins  the  U.S.S.  Enterprise 
NCC-1701  as  a  physicist. 

2266 

Sulu  becomes  helm  officer  aboard 
the  Enterprise. 

2276 

The  Enterprise  returns  to 
Spacedock  after  its  five-year 
mission,  and  Sulu  is  promoted 
to  lieutenant  commander. 

2271 

Sulu  is  reassigned  to  the  refitted 
Enterprise  before  encountering 
V’Ger. 

2277 

Sulu  is  assigned  to  Starfleet 
Academy  cadet  training. 

2285 

Now  a  commander,  Sulu  is  part 
of  the  crew  when  the  Enterprise 
is  pressed  into  emergency  action 
to  deal  with  Khan’s  theft  of  the 
Genesis  Device. 

2285 

Sulu  helps  Kirk  steal  the  Enterprise 
to  retrieve  Spock’s  body  from  the 
Genesis  Planet. 

2286 

Sulu  travels  back  in  time  to  help 
acquire  two  humpback  whales. 

2287 

Sulu  oversees  the  helm  station 
on  the  new  U.S.S.  Enterprise 
NCC-1701 -A. 

2296 

Sulu  is  promoted  to  captain,  and 
is  given  command  of  the  U.S.S. 
Excelsior  NCC-2000. 

2293 

Sulu  helps  to  save  the  Khitomer 
conference  and  thus  pave  the  way 
for  peace  with  the  Klingons. 


Under  Captain  Kirk’s  guidance,  Sulu  outmaneuvered 
and  destroyed  a  cloaked  Romulan  BIRD-OF-PREY  that 
had  attacked  several  Federation  outposts. 


Captain  Kirk  showed  how  much  faith  he  had  in  Sulu  by 
entrusting  him  with  command  of  the  bridge  when  the 
senior  officers  were  on  landing  party  duty. 
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Briefing:  Hikaru  Suln 


HHMraE»XK 


In  2267  Captain  Kirk  and  Sulu  were  turned  Sulu  entered  a  state  of  blissful  lethargy  after  he  was  The  lives  of  Suiu,  McCoy,  and  Kirk  were  threat- 

into  waxwork-like  figures  by  Trelane.  infected  by  unusual  spores  on  Omicron  Ceti  III.  ened  by  Losira,  whose  mere  touch  could  kill. 


with  a  Romulan  Bird-of-Prey.  This 
marked  the  first  time  that  the 
Federation  had  had  contact  with 
the  Romulans  since  the  conflict 
with  them  over  100  years  earlier. 

It  was  a  very  tense  confrontation, 
but  Sulu  displayed  his  usual  stoic 
resolve  and  the  Enterprise  eventu¬ 
ally  outmaneuvered  the  Romulan 
vessel  before  destroying  it. 

In  addition  to  his  duties  as 
helmsman,  Sulu  honed  his  abili¬ 
ties  by  assuming  command  of  the 
Enterprise  when  the  most  senior 
officers  were  required  for  landing 
party  excursions.  This  often 
meant  handling  dangerous 
assignments,  but  Sulu’s  perfor¬ 
mance  was  always  outstanding. 

In  2267  Captain  Kirk  trusted  Sulu 
with  the  responsibility  of  evading 
hostile  Klingon  ships  while  he 
beamed  down  to  Organia  to 


negotiate  with  the  Klingons. 

As  well  as  performing  his 
important  duties  on  board  the 
ship,  Sulu  was  often  part  of 
landing  parties.  In  2267  the 
Enterprise  encountered  a  black 
star,  which  threw  it  back  in  time 
to  the  late  1960’s. 

Leaving  no  trace 

A  U.S.  Air  Force  aircraft  and  its 
pilot,  Captain  John  Christopher, 
came  into  contact  with  the  Enter¬ 
prise,  and  Kirk  and  Sulu  were 
forced  to  beam  down  to  a  U.S. 

Air  Force  base  to  recover  all 
evidence  of  their  presence.  They 
successfully  retrieved  all  computer 
and  film  records,  and  they  were 
able  to  return  to  their  own  time 
without  leaving  behind  evidence 
of  their  unscheduled  visit. 

Some  of  Sulu’s  other  landing 


party  missions  were  not  quite  as 
successful,  and  in  2267  he  had 
numerous  unfortunate  encoun¬ 
ters.  Fie  was  kidnapped  and 
turned  into  a  statue-like  figure 
by  Trelane  -  a  mischievous  semi- 
omnipotent  child  -  and  shortly 
afterward,  while  on  Beta  III,  he 
was  brainwashed  by  a  computer 
known  as  Landru.  Later  in  the 
year,  on  Omicron  Ceti  III,  he  and 
most  of  the  rest  of  the  crew  were 
infected  with  spores  that  made 
them  want  to  leave  Starfleet  and 
live  on  the  planet.  And  when  he 
visited  Pyris  VII  he  was  put  into 
some  kind  of  trance  by  Korob 
and  Sylvia. 

The  following  year,  Sulu  was 
lucky  to  survive,  after  several  of 
his  colleagues  were  killed  when 
they  beamed  down  to  a  Kalandan 
outpost.  They  came  into  contact 


with  Losira,  who  appeared  to  be 
a  woman  with  a  deadly  touch.  It 
was,  in  fact,  a  computer-gener¬ 
ated  image  that  was  designed 
to  protect  the  outpost  by  killing 
intruders  through  a  process  of 
cellular  disruption.  Fortunately, 
Sulu  and  the  surviving  members 
of  the  landing  party  were  able 
to  evade  Losira  long  enough  to 
locate  and  disable  the  computer 
system  before  returning  safely 
to  the  ship. 

Keen  botanist 

While  the  Enterprise’s 
mission  presented  Sulu  with 
many  dangers,  it  also  offered 
him  the  opportunity  to  explore  a 
myriad  of  interests.  For  example, 
his  fascination  with  botany  was 
encouraged  when  he  was  allowed 
to  use  the  Enterprise’s  facilities 


hTISTICAL  SEI 
s  DIVISION 
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Away  from  the  pressures  of  bridge  duty,  Sulu  enjoyed  growing  exotic 
plants  and  spending  time  in  the  ENTERPRISE’S  botany  lab. 


Sulu  and  Kirk  had  to  retrieve  all  evidence  of  their  accidental  visit  to  the 
Earth  of  the  1960’s  in  order  to  prevent  the  contamination  of  the  timeline. 
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On  one  unusual  planet  where  thoughts  became  reality,  Sulu  was  delighted  Sulu’s  expertise  in  martial  arts  came  in  useful  when  he  helped  to  liberate 

to  find  an  antique  gun  he  had  been  looking  for  to  add  to  his  collection.  Dr.  McCoy  from  a  holding  cell  by  overpowering  a  large  security  guard. 


to  grow  exotic  alien  plants;  while 
:  off  duty,  he  spent  a  great  deal  of 
|  time  in  the  ship’s  herbarium,  as 
:  the  plant-filled  environment  was 
a  welcome  diversion  from  his 
normally  intense  bridge  duties. 

Sulu  was  also  an  enthusiastic 
fencer,  as  he  said  that  it  helped 
to  tone  his  muscles,  sharpen  his 
eyes,  and  improve  his  posture. 
This  skill  proved  particularly 
important  when  a  noncorporeal 
entity  encountered  at  planet  Beta 
XI I  A  forced  the  Enterprise  crew  to 
fight  with  swords  the  members  of 
a  Klingon  ship  led  by  Kang. 

Sulu’s  fascination  with  ancient 
weapons  was  not  just  confined 
to  swords;  he  kept  a  collection  of 
old-style  handguns.  One  model,  a 
20th-century  ‘Police  Special,’  had 
always  eluded  him,  but  in  2266 
he  was  surprised  and  delighted  to 
find  this  exact  weapon  on  a  planet 
in  the  Omicron  Delta  region. 

The  weapon’s  perfect  condition, 
as  well  as  its  very  existence  in 
the  open  on  an  alien  planet,  was 
later  seen  as  a  clue  to  the  nature 
of  the  place;  it  transpired  that  the 
planet  was  equipped  with  sophisti¬ 
cated  technology  that  could  read 
the  minds  of  any  visitors  and 
create  whatever  they  imagined. 

Continuing  adventures 

When  the  Enterprise's  five-year 
mission  came  to  an  end,  it 
returned  to  Spacedock  for  an 
extensive  refit  between  2270  and 
2271.  Sulu  continued  to  serve 
at  the  helm  when  the  Enterprise 
was  prematurely  called  into  action 
to  intercept  V'Ger,  and  he  later 
served  on  another  five-year 
mission  before  the  aging  starship 
was  reassigned  to  Starfleet 
Academy  as  a  training  vessel. 

During  a  cadet  training  cruise 


in  2285  the  Enterprise  was  again 
called  into  emergency  action,  after 
20th-century  tyrant  Khan  Noonien 
Singh  stole  the  Genesis  Device, 
an  incredibly  powerful  weapon. 
Sulu’s  skills  as  a  helmsman 
helped  to  prove  decisive,  as  the 
Enterprise  outmaneuvered  Khan’s 
ship  in  the  Mutara  Nebula. 

Friends  in  need 

Unfortunately,  this  victory  cost 
Spock’s  life,  but  when  Spock’s 
father,  Sarek,  told  Kirk  that  he 
had  to  return  his  son’s  body  to 
Vulcan  Sulu  agreed  to  help  the 


admiral  steal  the  Enterprise  so 
that  they  could  make  an  unautho¬ 
rized  return  to  the  Genesis  Planet 
to  retrieve  their  friend’s  body. 

Jail  break 

But  before  the  clandestine 
mission  could  begin  they  had  to 
break  McCoy  out  of  a  Starfleet 
holding  cell;  he  had  supposedly 
been  sectioned  after  suffering  a 
breakdown.  But  his  altered  mental 
state  had,  in  fact,  been  caused 
by  Spock,  who  had  placed  his 
katra  -  or  soul  -  in  the  doctor’s 
subconscious  before  he  died. 


As  part  of  the  plan,  Sulu  was 
required  to  temporarily  disable 
a  Starfleet  security  guard  who 
was  much  larger  than  he  was. 

He  enjoyed  using  a  well-executed 
martial  arts  move  to  do  this,  after 
the  man  had  insulted  him  by 
calling  him  ‘tiny.’ 

Final  mission 

The  mission  to  retrieve  Spock’s 
body  proved  to  be  Sulu’s  last  at 
the  helm  of  the  original  Enter¬ 
prise,  as  Kirk  was  forced  to  set 
the  self-destruct  to  evade  a  crew 
of  ruthless  Klingons.  Spock, 


Hands  on  history 


While  in  20th-century 
San  Francisco,  Sulu 
used  a  helicopter  to 
deliver  the  Plexiglas 
that  Scotty  needed  to 
fabricate  an  aquarium 
in  which  to  transport 
two  whales  to  the 
23rd  century.  Sulu 
demonstrated  his 
familiarity  with  this 
era’s  aircraft  by 
correctly  identifying 
the  helicopter  as  a 
Huey  204.  However, 
while  flying  it  he  acci¬ 
dentally  turned  on  the 
windshield  wipers, 
indicating  either  that 
he  had  forgotten  a 
few  things  about 
Hueys  or  that  his 
familiarity  was  not  as 
great  as  he  claimed. 


Sulu  demonstrated  that  he  could  fly  a  craft  from  any  era  when  he  used  a 
20th-century  helicopter. 
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Briefing:  Hikaru  Sulu 
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Act  of  loyalty 

Sulu  had  a  strong  sense  of 
morality  and  loyalty,  and  there 
were  times  throughout  his 
career  when  he  allowed  these 
to  take  precedence  over  the 
dictates  of  Starfleet.  One  such 
example  was  when  he  made  an 
unauthorized  attempt  to  rescue 
Captain  Kirk  and  Dr.  McCoy  from 
the  Klingon  penal  colony  on  Rura 
Penthe;  en  route  to  help  his 
friends  Sulu  encountered  Kang, 
an  old  adversary,  with  whom  he 
had  first  come  into  contact  with 
in  2268.  Sulu  successfully 
disabled  Kang’s  vessel,  and 
later  came  to  Kirk’s  aide  at  the 
Khitomer  peace  conference. 


Kang,  an  old  enemy  Sulu  first  met 
on  the  original  ENTERPRISE,  tried 
to  stop  Sulu  from  helping  Kirk 
and  McCoy. 


Sulu  risked  his  status  as  a  Starfleet 
captain  when  he  disobeyed  orders 
and  tried  to  rescue  his  old  friends. 


however,  was  successfully 
returned  to  Vulcan,  where  he 
was  reunited  with  his  katra. 

While  returning  home  from 
Vulcan,  Sulu  and  the  rest  of  the 
crew  saved  Earth  from  an  alien 
probe;  it  was  trying  to  communi¬ 
cate  with  humpback  whales, 
which  had  become  extinct  by 
that  time.  The  probe  wrought 
great  environmental  havoc  on 
the  planet,  and  Sulu  and  his 
shipmates  were  forced  to  travel 
back  in  time  to  1986  to  bring 


two  humpback  whales  to  2286. 

Sulu  played  a  vital  role  in 
this  mission  when  he  piloted 
a  helicopter,  something  he  had 
done  before,  during  his  academy 
days.  Sulu  used  the  helicopter 
to  transport  some  large  sheets 
of  Plexiglas  back  to  their  space¬ 
ship  so  that  Scotty  could  build 
a  tank  in  which  to  keep  the 
whales  on  their  journey  back 
to  the  23rd  century. 

After  saving  Earth  from  the 
probe,  Sulu  and  the  rest  of  his 


crewmates  were  cleared  of  the 
charges  filed  against  them  when 
they  stole  the  Enterprise,  and  Kirk 
was  given  command  of  the  U.S.S. 
Enterprise  NCC-1701-A. 

Flying  expertise 

Sulu  continued  to  hold  his  tradi¬ 
tional  position  aboard  this  new 
starship,  and  in  2287  they  came 
into  contact  with  Sybok,  Spock’s 
half  brother.  At  one  point  during 
this  encounter,  Sulu  was  forced 
to  manually  land  a  shuttlecraft  in 


the  Enterprise’s  shuttlebay, 
a  feat  that  he  had  never  before 
attempted,  and  one  that  required 
considerable  skill. 

Command  at  last 

In  recognition  of  years  of 
outstanding  service,  Sulu  was 
given  command  of  his  own  ship 
in  2290  when  he  was  promoted 
to  the  position  of  captain  aboard 
the  U.S.S.  Excelsior  NCC-2000. 

Sulu’s  first  assignment  was 
a  mission  cataloguing  gaseous 
anomalies  in  the  Beta  Quadrant. 
Among  his  crew  was  a  young 
science  officer  called  Tuvok, 
who  later  served  on  the  U.S.S. 
Voyager  NCC-74656,  and  an  old 
friend  from  the  Enterprise,  Janice 
Rand,  who  served  as  his  commu¬ 
nications  officer. 

Sulu  had  a  relaxed  command 
style  -  he  enjoyed  drinking  tea 
on  the  bridge  every  morning,  and 
insisted  that  anyone  serving  on 
his  ship,  even  the  Vulcan  Tuvok, 
develop  a  sense  of  humor. 

In  2293  Sulu  played  a  vital 
role  in  the  events  leading  up  to 
the  Khitomer  conference,  which 
established  the  foundation  for 
peace  between  the  Federation 
and  the  Klingons.  On  their  journey 
back  to  Earth,  the  crew  of  the 
Excelsior  monitored  a  large 
explosion.  When  the  ship  was 
hit  by  an  enormous  energy  wave 
emanating  from  the  destruction 
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Tuvok,  who  would  later  serve  on  the  U.S.S.  VOYAGER  NCC-74656,  was  part  of  Sulu’s  crew; 
when  Sulu  decided  to  disobey  orders  and  tried  to  rescue  Kirk  and  McCoy  Tuvok  questioned 
his  decision,  but  Sulu  explained  that  he  owed  them  his  life  a  dozen  times  over. 


Su/u  beamed  down  to  Khitomer,  where  he  helped  to  expose  the  plot  to 
disrupt  the  peace  talks  with  the  Klingons.  He  made  sure  that  one  of  the 
conspirators,  Admiral  Cartwright,  did  not  escape. 


The  EXCELSIOR  played  a  vitally  important  part  in  making  sure  that  the 
Khitomer  peace  conference  went  ahead  when  It  joined  forces  with 
the  ENTERPRISE  to  destroy  General  Chang’s  BIRD-OF-PREY. 


of  the  moon  Praxis,  Sulu’s  experi¬ 
ence  as  a  helmsman  proved 
invaluable,  as  he  used  the  ship’s 
thrusters  to  pass  through  the 
shockwave. 

Sulu  reported  the  destruction 
of  the  Klingon  moon  to  Starfleet 
at  once,  and,  soon  after,  the 
first  Klingon-Federation  peace 
initiative  was  launched.  When 
Kirk  and  McCoy  were  subse¬ 
quently  arrested  and  sentenced 
to  life  imprisonment  on  a  Klingon 
penal  colony  on  Rura  Penthe, 

Sulu  decided  to  mount  a  rescue 
attempt,  even  though  Starfleet 
ordered  him  not  to  get  involved. 

Sulu  shared  some  of  his 
command  philosophy  when  an 
inexperienced  Ensign  Tuvok 
questioned  his  decision  to 


disobey  orders;  he  explained 
that  there  was  much  more  to 
commanding  a  starship  than 
simply  following  orders.  The 
sense  of  loyalty  and  family  that 
developed  between  the  members 
of  the  crew  was  equally,  if  not 
more,  important,  and  he  felt 
that  it  was  acceptable  to 
disobey  direct  orders  because 
his  friends  were  in  need  of  help. 

Rescue  mission 

Knowing  the  trouble  this  would 
cause,  Sulu  ordered  a  course 
through  the  Azure  Nebula  to 
conceal  their  approach.  But  they 
were  intercepted  by  an  adversary 
from  Sulu’s  days  on  the  Enter¬ 
prise -the  Klingon,  Kang.  Sulu 
calmly  stated  that  the  Excelsior’s 


navigation  systems  had  failed, 
causing  them  to  accidentally 
enter  Klingon  space.  While  Kang 
escorted  the  Excelsior  out  of  the 
nebula,  Sulu  demonstrated  some 
innovative  thinking  when  he  used 
a  modulated  positron  beam  to 
trigger  a  thermochemical  reac¬ 
tion,  which  disabled  Kang’s  ship. 
Sulu  resumed  course,  but  shortly 
afterward  three  Klingon  battle 
cruisers  intercepted  the  Excelsior, 
and  he  was  forced  to  retreat  to 
Federation  space. 

Sulu  later  violated  regulations 
again  when  he  told  Kirk  that  the 
Klingon-Federation  Peace  Confer¬ 
ence  was  to  be  held  at  Camp 
Khitomer,  near  the  Romulan 
border.  Kirk  asked  Sulu  to  join 
the  Enterprise  to  fight  a  prototype 


Klingon  Bird-of-Prey  that  could  fire 
while  cloaked.  Sulu  pushed  the 
Excelsior  to  its  limits  in  order  to 
reach  Khitomer  in  time. 

The  Excelsior  arrived  just  in 
time  to  draw  the  Bird-of-Prey’ s 
fire,  allowing  Kirk  and  his  crew 
to  develop  an  effective  means 
of  attack.  Once  the  Bird-of-Prey 
was  hit  and  decloaked,  the 
Enterprise  and  the  Excelsior 
combined  forces  to  destroy  it. 

Sulu  then  joined  his  old  crew- 
mates  on  the  planet’s  surface, 
and  prevented  one  of  the  co¬ 
conspirators,  Admiral  Cartwright, 
from  making  his  escape. 

Family  man 

Despite  his  incredibly  busy 
career  in  Starfleet,  Sulu  found 
time  to  have  a  family;  his 
daughter,  Demora  -  born  during 
the  early  2270’s  -  followed  in  his 
footsteps  when,  in  2293,  she 
was  assigned  to  the  helm  of  the 
U.S.S.  Enterprise  NCC-1701-B. 

It  is  possible  that  Sulu’s  own 
career  in  Starfleet  spanned  an 
extremely  long  period:  a  Captain 
Sulu  patrolled  the  Cardassian 
border  in  2350,  and  he  also 
sponsored  a  young  Chakotay  to 
enter  Starfleet  Academy.  As 
Hikaru  Sulu  was  113  years  old  at 
this  time,  it  may  have  been 
another  member  of  his  dynasty. 

A  portrait  of  Sulu  hangs  in 
Starfleet  Fleadquarters  in  honor 
of  his  contribution  to  space  explo¬ 
ration.  The  honor  is  well-deserved 
by  an  officer  who  represents  the 
finest  traditions  of  Starfleet, 
while  at  the  same  time  employing 
a  blend  of  intelligence,  initiative, 
humor,  and  exemplary  courage. 


A  chip  off  the  old 
block 

Sulu  somehow  managed  to  find  time 
to  have  a  daughter  during  his  time 
under  Captain  Kirk.  Demora  also  joined 
Starfleet,  and  followed  in  her  father’s 
footsteps  by  taking  the  helm  of  the 
U.S.S.  Enterprise  NCC-1701-B,  under 
Captain  Harriman;  she  even  briefly 
worked  with  the  more  experienced 
Admiral  Kirk  after  the  ship  was  badly 
damaged  by  the  Nexus  energy  ribbon 
on  its  maiden  voyage.  Demora 
displayed  the  same  confidence  and 
cool  head  as  her  father  during  this 
emergency,  despite  the  fact  that 
she  was  only  in  her  early  20’s. 
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1.1  BAT'LETH. 
The  traditional  Klingon  sword 
has  great  significance  for 
the  Klingons. 


s  required  by  the  United  Federation 
of  Planets  Council  Order  6733.42a-e, 
Office  of  Technology  Assessment  (OTA) 
for  Affiliated  Worlds,  this  encrypted 
document  reports  on  the  current  and 
possible  future  state  of  front-line  bladed 
and  directed  energy  hand  weapons  used 
by  the  Klingon  Defense  Force  (KDF). 

The  information  contained  in  this  report 
is  intended  only  as  a  statement  of  technical 
facts.  No  inference  is  made  concerning  the 
ongoing  activities  of  Starfleet  Intelligence 
and  the  KDF,  or  the  political  relationship 
between  the  United  Federation  of  Planets 
and  the  Klingon  Empire.  Some  descriptive 
material  is  reprinted  from  the  previous 
report  as  a  courtesy  to  new  OTA  officials. 

The  main  hand  weapons  used  by  KDF 


battalions  remain  the  same  as  in  the 
previous  report  of  Stardate  55880.21: 
the  bladed  arms  are  the  bat’leth,  the 
mek’leth,  and  the  d’k  tahg;  the  directed 
energy  weapons  are  the  disruptor  pistol 
and  its  rifle  variant.  A  wide  range  of  other 
personal  daggers,  swords,  spears,  minia¬ 
ture  energy  and  concussive  devices,  and 
hypospray  substance  delivery  systems  are 
wielded  by  KDF  troops,  but  they  are  not 
standard  issue  for  Klingon  warriors  and 
are  not  always  readily  available  in  battle. 

Less  commonly  observed  bladed  weapons 
in  the  Klingon  inventory  include  the  qutluch, 
QIS,  tajtlq,  yan,  ghonDoq,  chu’Hwl,  haf’leth, 
chonaQ,  and  jejtaj. 

Despite  the  availability  of  high-energy 
weapons  and  other  technological  arma¬ 


ments,  Klingon  warriors  continue  to  use 
bladed  weapons  for  reasons  of  ancient  tra¬ 
dition,  stealth,  and  because  the  degree  of 
damage  they  inflict  can  be  easily  assessed. 
In  many  cases,  a  Klingon  warrior  will  choose 
a  blade  over  an  energy  weapon,  not  least 
because,  where  stealth  is  required,  energy 
weapons  can  be  easily  detected  by  sensors. 

The  bat’leth,  mek’leth,  and  their  variants 
are  forged  from  baakonite  in  a  process 
similar  to  the  repeated  folding  and  forge¬ 
welding  seen  in  Damascus  steel.  Unlike 
damascene  blades,  whose  characteristic 
ripples  were  visible  to  the  naked  eye,  the 
banding  caused  by  minute  amounts  of  felni- 
um,  cortenide,  and  hematonide  is  formed 
at  a  scale  of  ~125  microns  and  can  only 
be  detected  at  the  microscopic  level. 
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1.3  MEK’LETH.  The  mek’leth  is  a  sword  that  is  roughly  equivalent  to  a  Terran  scimitar. 
It  is  used  less  commonly  than  the  bat’leth. 


1.2  D’K  TAGH.  These  daggers  are  standard 
issue  to  Klingon  warriors,  and  feature 
small  articulated  blades. 


The  bat’leth  is  the  largest  bladed  weapon 
that  is  routinely  used  by  Klingon  warriors. 
The  literal  translation  of  the  Klingon  word 
means  ‘blade  of  honor’;  the  typical  bat’leth 
is  a  one-meter-long,  curved  blade  that  is 
sharpened  along  the  front.  The  blade  is 
formed  from  a  single  piece  of  metal,  and 
molded  in  such  a  way  that  it  has  four 
sharpened  points  (two  at  each  end)  and 
three  handgrips. 

Bat’leth 

According  to  legend,  the  first  bat’leth 
was  forged  by  Kahless  ‘the  greatest  of  all 
Klingon  warriors.’  Bat’leths  have  particular 
significance  to  Klingon  families,  and  are 
normally  passed  down  from  generation 
to  generation. 

Deep  micrograph  scans  of  bat’leths  from 
different  periods  reveal  three  consistent  fac¬ 
tors  in  their  construction.  The  first  is  a  strict 
adherence  to  ancient  fabrication  methods, 
which  have  been  passed  down  orally. 
Analysis  shows  (with  87  percent  reliability) 


that  the  same  basic  methods  have  been 
used  since  circa  932  A.D.  The  process 
includes  heating  the  raw  materials  at  3100- 
3600°C,  and  pressure-folding  the  molten 
metal  over  a  special  carbonitrium  form. 

The  second  factor  revealed  by  analysis  is 
that  the  fabrication  process  limits  any  impu¬ 
rities,  which  blend  and  align  when  heated 
to  make  patterns,  to  1.8  percent. 

The  third  factor  is  that  all  weapons  for 
a  particular  house  of  warriors,  such  as  the 
House  of  Martok,  are  forged  from  the  same 
matched  set  of  baakonite  ingots.  Each  ingot 
masses  8.4  kilograms,  and  is  eventually 
trimmed  to  5.3  kg. 

Baakonite  mining 

As  of  this  stardate,  it  is  clear  that 
baakonite  mining  operations  must  be 
taking  place  in  at  least  three  different 
locations  within  the  Klingon  Empire.  This 
conclusion  is  based  on  the  different  propor¬ 
tion  of  elements  in  the  blades.  However,  the 
exact  positions  of  the  baakonite  mines  are 
a  closely  held  Klingon  secret. 

The  mek’leth  closely  resembles  a  Terran 
sword.  It  has  a  single  grip  at  one  end  and 
a  curved  blade.  Starfleet  metallurgical 
analyses  have  shown  that  dikeiferate  has 
recently  been  substituted  for  baakonite  in 
the  construction  of  the  mek’leth.  This  has 
led  the  OTA  to  the  conclusion  that  after  15 
centuries  the  availability  of  high-grade  ores 
may  be  declining. 

Due  to  the  successful  use  of  dikeiferate, 
approximately  six  times  more  mek’leth 
weapons  are  produced  than  bat’leths. 

Within  two  generations,  if  fabrication 
methods  do  not  change,  baakonite 
mining  may  cease. 


Standard  issue  blade 

The  d’k  tahg  has  undergone  at  least  four 
design  changes  since  it  was  first  seen  by 
Starfleet  Intelligence  operatives  in  2270. 

It  is  a  dagger  with  twin  switchblades  at 
the  point  where  the  main  blade  meets  the 
hilt.  These  small  blades  are  typically  folded 
into  the  main  blade  when  the  knife  is  hol- 
stered,  and  flicked  out  when  it  is  drawn. 
When  the  d’k  tahg  is  pushed  into  a  victim, 
a  warrior  can  use  the  switchblades  to  cause 
considerable  additional  damage  by  twisting 
the  dagger. 

It  remains  standard  issue  for  Klingon 
warriors,  along  with  the  holstered  disruptor 
pistol.  The  d’k  tahg  continues  to  be  manu¬ 
factured  from  the  alloys  urs'ga  and  kar’ke- 
thet,  both  of  which  are  abundant  throughout 
the  Empire.  The  current  weapon,  the  design 
of  which  is  based  in  part  on  the  historical 
‘Knife  of  Kirom,’  is  produced  in  at  least 
13  locations.  This  is  in  stark  contrast  to 
the  concealed  bat’leth  facilities,  and 
reflects  the  more  utilitarian  nature  of 
common  battle  gear. 

A  connection  to  the  ancient  weapon¬ 
making  craft  is  maintained,  however,  as 
each  warrior  group  will  witness  and  partici¬ 
pate  in  the  final  fabrication  steps.  Typically, 
a  warrior  will  perform  a  joining  of  the  main 
blade  and  the  handle  in  the  boq’rach,  a 
small  fusion  compression  ceil. 

From  the  day  a  warrior  is  presented  with 
a  d’k  tahg,  it  is  his  or  her  responsibility  to 
maintain  the  blades  and  deployment  mecha¬ 
nism  and  the  integrity  of  the  spiked  handle 
extension. 

Two  designs  of  hand-held  disruptor, 
designated  KD-3  (pistol)  and  KD-3R  (rifle) 
internally  by  Starfleet,  are  known  to  have 
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existed  since  2355.  The  Klingon  names  are 
nlSwI’Hich  and  nlSwI’beH.  A  new  variant, 
KD-3B  (chu’nlSwI’Hich),  appeared  in  2369, 
and  has  replaced  the  previous  long-barreled 
KD-2  seen  in  2279.  All  are  direct  out¬ 
growths  of  the  KD-1  pistol  disruptor  first 
recorded  in  2258  and  covertly  acquired 
by  Starfleet  in  2265. 

The  present  constituent  alloys  for  the 
housing  are  73  percent  torenimide  and 
27  percent  duranium,  with  a  plasma-applied 
coating  of  dronadine-boronate  to  minimize 
energy  backflash.  Fabrication  follows  the 
standard  Klingon  steps  of  molecular 
lithography,  forced-matrix  welding,  and 
particle-beam  machining  to  build  up  the 
structures  in  a  semi-automated  process. 

The  energy  handling  components  have 
undergone  a  series  of  improvements  since 
2270,  and  they  now  operate  with  a  total 
measurable  charge  of  2.7  x  107  MJ 


(megajoules)  for  the  standard  pistol,  7.4  x 
107  MJ  for  the  rifle,  and  2.9  x  107  MJ  for 
the  newest  pistol. 

All  three  models  of  disruptor  use  the 
same  design  of  replaceable  power  cell; 
the  standard  rifle  also  possesses  its  own 
4X  size  cell  in  the  stock.  The  energy  in  the 
power  cell  is  stored  in  the  atomic  nuclei  of 
372  grams  of  densified  piconium  bentenite 
granules,  which  are  similar  to  the  sarium 
krellide  used  in  Starfleet  devices. 

Disruptor  operation 

Two  power  settings  remain  fixed  for  stun 
and  kill,  using  either  IX  or  5X  charges  to 
the  beam  emitter.  When  the  disruptor  is 
fired,  the  packing  energy  is  released  in  a 
controlled  manner;  the  entire  power  transfer 
path  is  constrained  by  a  conformal  field, 
allowing  the  user  at  least  five  seconds  to 
safely  dispose  of  the  weapon,  in  case  of 


waveguide  overload.  The  firing  trigger  opens 
two  sealed  waveguide  valves  on  the  top  of 
the  cell.  In  all  three  disruptors,  the  energy 
travels  up  triply  redundant  main  wave¬ 
guides,  only  two  of  which  are  needed  to 
tune  the  streams  for  phase  combining  in 
the  accelerator  stage. 

The  accelerator  consists  of  two  asymmet¬ 
rical  field  coils,  which  tap  part  of  the  energy 
stream  in  timed  pulses,  and  increase  the 
frequency  and  amplitude  of  the  main  burst. 

Close  examination  of  emitters  submitted 
by  the  KDF  for  treaty  verification  (as  well 
as  units  covertly  acquired  by  Starfleet 
operatives)  lead  analysts  to  believe  that 
all  examples  are  identical. 

While  four  facilities  produce  the  other 
parts,  a  single  manufacturing  source  pro¬ 
duces  the  emitter’s  key  component,  the 
particle/field  release  crystal.  The  basic 
substance  is  a  matrix  of  triallosilicon  and 
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pentactinide,  directionally  grown  in  a 
cluster  of  4.3  micron  diameter  tubes,  and 
machined  into  its  final  shape  by  shear-plane 
acoustic  cutters. 

The  1.91  cm  crystal  fits  within  a  spiral 
wave  compressor,  which  in  turn  is  housed 
within  the  forward  guard  and  prefire  cham¬ 
ber.  In  the  newer  KD-3B  unit,  the  emitter 
is  half  the  diameter  and  is  covered  with  a 
radiation-transparent  cowling,  but  the 
emitted  power  remains  the  same. 

Future  projections 

Starfleet  Intelligence  projections  for  the 
next  10  years  show  a  steady  increase  in 
performance  of  disruptors  to  possibly  15 
megajoules,  signaling  higher  discharge 
energies,  or  longer  power  cell  endurance, 
or  both. 

If  general  socio-economic  conditions 
in  the  Galaxy  remain  stable,  advances  in 
portable  KDF  energy  systems  may  surpass 
Starfleet  phaser  capabilities  within  20 
years.  While  predictions  break  down  beyond 
the  25-year  mark,  the  possibility  exists  that, 
with  few  technical  improvements  left  in 
bladed  weapons,  the  KDF  will  concentrate 
on  larger  and  more  powerful  disruptors 
and  related  technologies. 

While  Starfleet  Intelligence  does  not 
believe  that  the  Klingon  Empire  poses  an 
immediate  threat  to  the  UFP,  it  should  be 
noted  that  the  Empire  has  never  been  politi¬ 
cally  stable,  and  this  report  recommends 
that  Klingon  developments  bear  watching 
in  the  short  term.  ^ 
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In  the  second  part  of  his  interview,  Robert  O’Reilly  looks  back  on  Gowron’s 
appearances  on  STAR  TREK:  DEEP  SPACE  NINE.  As  he  explains,  the  Klingon 
chancellor  was  now  becoming  a  villain,  but  he  could  always  justify  his  actions 


On  STAR  TREK:  THE  NEXT  GENER¬ 
ATION  Gowron  was  one  of  the  good 
guys;  he  was  certainly  more  honor¬ 
able  than  his  enemies  in  the  House 
of  Duras,  and,  although  he  had  his 
own  agenda,  he  was  a  friend  to  the  Federa¬ 
tion.  On  STAR  TREK:  DEEP  SPACE  NINE 


that  all  changed,  and  it  became  increasingly 
clear  that  the  Klingon  chancellor  was  more 
than  willing  to  start  wars  and  sacrifice  thou¬ 
sands  of  lives  to  stay  in  power. 


Power  corrupts 

The  changes  in  Gowron  presented  the 
actor  who  played  him  -  Robert  O’Reilly  — 
in  a  slightly  difficult  position.  “I  felt  differ¬ 
ently  for  Gowron  than  the  writers  did,”  he 
admits.  “When  they  introduced  Gowron 
the  whole  reason  for  him  was  his  incorrupt¬ 
ibility  -  he  was  there  as  a  contrast  to  the 
House  of  Duras  —  and  then  they  made  him 
corrupt.  But,  you  know,”  he  shrugs,  “all 
power  corrupts,  and  I  was  all-powerful, 
so  I  had  to  adjust.” 

It  wasn’t  always  obvious  that  Gowron  was 
going  to  become  a  villain;  in  fact,  when  he 
first  appeared  in  the  DS9  universe,  it  looked 


My  motives  were 
always  Machiavellian 

-  to  make  me  more 
powerful,  and  my 
enemies  less  powerful 

-  hut  I  was  acting  in 
the  interests  of  the 
JDmpire. 
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Worf’s  nemesis 

Gowron’s  new  place  in  the  scheme  of  things 
was  firmly  established  on  his  next  appearance, 
when  he  launched  an  all-out  assault  on  the 
collapsing  Cardassian  Union.  “I  knew  there 
was  a  change  in  ‘The  Way  of  the  Warrior,”' 
Bob  says.  “The  main  reason  was  that  I 
became  Worf’s  nemesis.  In  the  shows  prior 
to  that  I  went  Worf’s  way.  He  made  the 
deal  and  I  said  ‘OK.’  But  in  this  one  I  said, 
‘You’re  a  traitor.’  I  knew  at  that  moment  that 
I  would  probably  be  a  guest  character  on 
DEEP  SPACE  NINE  for  a  while,  because  I 
was  his  antagonist,  and  once  you’re  an 
antagonist  they  need  you.” 

Bob  adds  that  this  was  when  Gowron 
“made  his  turn,”  and  started  to  place  his  own 


as  if  Bob  might  have  to  adjust  to  being  used 
for  comic  relief.  In  ‘The  House  of  Quark’ 
Gowron  was  called  on  to  arbitrate  a  dispute 
involving  the  devious  Ferengi,  who  had 
‘accidentally’  found  himself  engaged  to  Grilka 
after  he  took  credit  for  her  husband’s  death. 
The  show  highlighted  the  more  ridiculous 
aspects  of  Klingon  society,  and,  since  it  was  a 
comedy,  Bob  decided  to  base  his  performance 
j  on  one  of  the  world’s  greatest  comedians. 

“I  got  out  a  whole  bunch  of  old  Charlie 
Chaplin  tapes  and  studied  them.  You  can’t 
[  use  it  a  lot,  but  I  tried  some  stuff  and  the 
I  editors  kept  it  in.  There’s  a  bit  when  I’m 
j  using  the  computer.  Klingons,  with  money, 
and  computers;  well,  it’s  not  their  thing,  so 
Gowron  just  throws  it  over  his  shoulder.  If 
you  go  back  and  watch  that  you’ll  see  that  I 
studied  Chaplin  to  get  the  exact  movements.” 

!  Hard  work 

Although  Bob  enjoyed  having  the  chance  to 
[  do  comedy,  he  remembers  that  the  shoot  itself 
was  physically  very  demanding.  The  air  condi¬ 
tioning  malfunctioned,  so  the  stage  became 
very  hot.  It  was  bad  enough  for  the  crew,  who 
were  in  shirtsleeves,  but  it  was  even  worse  for 
Bob,  who  was  dressed  in  full  Klingon  regalia. 
“A  lot  of  people  don’t  realize  that  the  cape 
I  wore  weighs  about  30  or  40  pounds.  It 
was  made  for  Charlie  Cooper,  who  was  the 
previous  Klingon  leader.  He  was  6’5”  and  I’m 
not!  I  had  to  keep  that  on  the  entire  show.  You 
were  trying  to  be  comedic  and  I  was  going  for 
very  sharp  movements.  It  doesn’t  sound  hard, 
but  it  was  terribly  difficult.  I  remember  in  one 
scene  I  had  to  go  off  my  throne  and  get  down 
on  the  floor  to  stop  a  bat’leth  coming  down 
and  killing  Quark;  I  had  to  do  it  immediately, 
and  to  this  day  I  still  don’t  know  how  I  got 
down  there  and  survived.” 


Interview 


Gowron’s  first  appearance  in  STAR  TREK:  DEEP  SPACE  NINE  was  in  the  comic  episode 
‘The  House  of  Quark.  ’  Much  of  the  humor  stemmed  from  contrasting  the  warlike  Klingons 
with  the  wily,  but  cowardly,  Quark. 


survival  above  honor.  From  this  point  on,  the 
writers  definitely  used  him  as  a  threat  to  Sisko 
and  the  Federation.  Bob  felt  that  his  job  was 
to  make  sure  that  Gowron  was  always  a 
credible  character  and  never  a  simple  villain. 
Like  Marc  Alaimo  -  who  played  Gul  Dukat  — 
he  believes  that  even  the  most  heinous  people 
do  not  think  of  themselves  as  evil,  so  what  he 
had  to  do  was  work  out  what  would  motivate 
Gowron  to  do  what  he  did. 


with  these  humans,  but  the  ultimate  deal 
is  to  keep  them  out  of  my  territory.” 

Bob  also  saw  Gowron  as  the  representa¬ 
tive  of  a  truly  Klingon  mindset.  This 
presented  a  contrast  with  Worf,  who  now 
firmly  chose  the  human  way,  leading 
Gowron  to  brand  him  a  traitor.  “Gowron’s 
viewpoint  was  that  the  Klingon  leader  is  all- 
powerful.  The  logic  of  a  human  is  to 
question  the  leader,  but  the  logic  of  a 


Motivated  and  believable 

“There  are  always  elements  of  good  and 
bad  in  any  character.  I  was  trying  to  make 
him  one  of  the  good  guys,  but  what  the 
writing  did  was  make  him  one  of  the  bad 
guys.  As  an  actor,  you  have  to  play  against 
the  grain;  if  he’d  just  been  bad  Gowron  it 
wouldn’t  have  been  interesting,  so  I  was 
always  trying  to  find  a  defense.  My  motives 
were  always  Machiavellian  -  to  make  me 
more  powerful  and  my  enemies  less  powerful 
-  but  I  was  acting  in  the  interests  of  the 
Empire.  The  main  thing  was  that  I  never 
wanted  to  mix  Klingons  with  humans.  It  was 
like  China  prior  to  1971;  I  didn’t  want  any 
human  to  touch  down  on  my  planet  and  bring 
that  garbage  that  they  have,  that  mush,  those 
weak,  impure  thoughts.  I  may  make  a  deal 


Bob  always  tried  to  insure  that  Gowron’s 
actions  could  be  justified  in  Klingon  terms, 
even  if  they  seemed  completely  unreason¬ 
able  to  humans. 


Interview 


play  the  scenes  in  a  way  that  made  it  obvious 
that  he  wasn’t  a  changeling.  After  all,  he  could 
easily  have  been  wrong. 

“That  was  really  hard.  I  knew  they  were 
thinking  about  making  me  the  changeling,  so  I 
was  thinking,  ‘How  do  I  play  the  scene  now?’ 

I  was  very  confused!  I  should  have  said  to  the 
director,  ‘Let’s  shoot  it  one  way,’  and,  ‘let’s 
shoot  it  the  other.’  But  we  didn’t  have  time  to 
do  that.  It  was  a  quandary.  In  a  few  scenes  I 
literally  made  the  decision  to  play  it  down  the 
middle,  with  no  subtext,  which  I  never  do.  I’m 
glad  I  didn’t  ask  the  writer,  though,  because 
they  would  have  told  me  one  thing,  and  then 
gone  the  other  way.” 


Driven  insane 

Gowron  may  have  survived  ‘Apocalypse 
Rising’  with  his  reputation  intact,  but  when 
he  next  appeared  in  ‘When  it  Rains  . . .  ’  it  was 
clear  that  he  was  becoming  more  and  more 
corrupt.  He  was  now  fearful  that  Martok  was 
becoming  too  successful  and  too  powerful,  so, 
in  an  effort  to  discredit  and  perhaps  kill  him, 
he  took  direct  control  of  the  Klingon  war 
effort  and  sent  Martok  and  his  troops  on  an 
increasingly  dangerous  series  of  missions. 

By  now  Gowron  couldn’t  distinguish  what 
was  good  for  him  from  what  was  good  for  the 
Empire.  “The  flaw  of  the  system  in  the 
Klingon  Empire  is  that  the  leader  has  to  have 
a  power  base.  There  is  a  leader  and  then  there 
is  the  high  council,  made  up  of  only  royal 
families.  If  he  has  their  support  he  has 


Agent  of  the  Dominion? 

Although  Bob  was  confident  that  his 
role  as  Worf ’s  enemy  would  lead  to  several 
more  appearances  on  DS9,  the  writers 
weren’t  so  sure.  The  third  season  ended 
with  Odo’s  claim  that  Gowron  was  actually 
a  changeling,  and  the  next  year  opened  with 
the  crew  traveling  to  Ty’Gokor  to  assassi¬ 
nate  him. 

Bob  now  knows  that  the  writers  originally 
planned  to  end  ‘Apocalypse  Rising’  by 
revealing  that  Gowron  was  indeed  a 
changeling,  but  they  actually  changed  their 
minds  at  the  last  minute,  and  decided  to 
make  General  Martok  the  Dominion  spy. 

“I  never  thought  that  would  be  my  last 
show,”  he  smiles.  “We  were  getting  the  script 
as  we  were  filming,  and  I  never  actually 
read  a  version  where  I  was  the  changeling. 
They  kept  that  part  back  from  us.  I  knew 
the  writers,  and  they  didn’t  say  anything  to 
me.  I  don’t  think  a  writer  should  say 


Bob  insists  that  he  never  believed  that  Gowron  was  really  a  changeling,  and  he  was 
confident  that  ‘Apocalypse  Rising’  would  not  be  his  last  appearance. 


‘The  Way  of  the  Warrior’  was  an  important  step  in  Gowron’ s  development;  because 
he  couldn’t  persuade  Worf  to  join  him,  he  turned  against  him. 


Klingon  is  not  to,  and  anybody  who  does 
that  is  literally  a  traitor,  so  Worf  is  a  traitor. 
He’s  a  Klingon.” 

To  Bob,  Gowron’s  adversarial  relationship 
with  Worf  mirrored  the  inner  conflict 
between  Worf ’s  human  and  Klingon  sides. 
“A  lot  of  the  shows  after  that  had  Worf 
thinking  about  the  Klingon  part  of  him.  I 
started  that  push,  and  then  Martok  took 
that  over  in  a  much  more  personal  way. 
[After  ‘The  Way  of  the  Warrior’]  he  was  my 
enemy,  and  I  was  his.” 


anything  until  they  are  absolutely  sure  what  is 
going  to  happen.  My  instincts  told  me  that  I 
wasn’t  the  changeling  and  that  I’d  be  back, 
but  everything  should  have  said  to  me,  ‘That’s 
it.  That’s  your  last  show.’  But  even  if  I  was  the 
changeling  I  was  thinking,  ‘What  happened 
to  the  real  me?”’ 

Despite  Bob’s  confidence  that  Gowron  had 
a  long  life  ahead  of  him,  he  couldn’t  afford  to 
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4s  the  Dominion  War  drew  to  a  close,  Gowron  began  to  make  calculations  about  what 
would  happen  next.  He  was  determined  that  the  Klingon  Empire  would  have  the  upper 
hand,  but  he  was  worried  that  Martok  would  challenge  him  for  the  leadership. 


absolute  power,  and  absolute  power  corrupts 
absolutely,  but  the  character  can’t  see  that.” 

As  Bob  read  the  final  scripts,  he  understood 
that  Gowron  had  succumbed  to  the  tempta¬ 
tions  of  that  power,  and  this  meant  that  he 
was  approaching  the  end  of  the  line.  “I 
knew  right  away  when  I  read  that  he  was 
sending  men  into  battle  to  lose,  that  he  had 
basically  gone  insane,  and  I  knew  he  would 
die.  If  you  kill  a  man,  you  have  to  be  tremen¬ 
dously  motivated,  because  the  person  who 
isn’t  is  mentally  ill,  and  so  it  goes  with 
Gowron.  In  the  very  end  they  had  him 
killing  indiscriminately;  I  didn’t  like  to  see 
that,  but,  once  the  character  does  that,  that’s 
a  dead  character.  You  can’t  have  that.  It’s 
psychosis  time.  Up  until  then  he  was  moti¬ 
vated;  at  times  he  would  flip,  but  it  was 
always  in  the  interests  of  the  Empire.” 

Keeping  secrets 

In  some  ways,  Bob  says  the  fact  that  he 
knew  where  Gowron  was  headed  actually 
made  it  harder  for  him  to  play  the  role.  “I 
think  it  became  more  difficult  to  play  Gowron 
at  the  very  end,  because  I  didn’t  want  to  tip 
off  what  was  going  to  happen.  The  writing 
was  already  there.  1  didn’t  have  any  problem 
with  the  motivation.  It  was  important  not  to 
hint  what  was  to  come;  I  felt  that  was  part 
of  my  job.  Gowron  had  to  stay  on  top  of  it, 


moment  to  moment;  I  couldn’t  go  suspicious 
on  everybody.” 

In  practice  what  this  meant  was  that  Bob 
wasn’t  going  to  play  Gowron  as  a  madman, 
so  he  had  to  understand  how  Gowron  could 
justify  his  behavior.  “I  was  trying  not  to  make 
him  ‘un-mad,’  but  I  wanted  to  justify  his 
decision-making.  My  justification  was  that 
there  were  no  Klingon  principles  that  Gowron 
violated.  He  made  absolute  decisions.  In  war 
it  never  matters;  it’s  a  Klingon  thing.  People 
die;  it’s  for  the  Empire.  If  you  die  in  battle, 
that’s  honorable. 

All  for  the  Empire 

“There  was  pressure  on  Gowron  to  keep 
the  Klingon  Empire  on  top  in  a  Machiavellian 
way.  Everything  he  did  was  about  the  end  of 
the  war  and  who  was  going  to  have  the  most 
marbles.  He  had  to  make  sure  that  when  it 
was  all  over  the  humans  had  to  come  to  the 
Klingon  Empire  to  make  the  deal.” 

Interestingly,  Bob  feels  that,  because  of 
Gowron’s  devotion  to  Klingon  purity,  he 
believed  that  both  Worf  and  Martok  had 
been  corrupted  by  spending  too  much  time 
with  humans.  “I  absolutely  believe  that 
Martok  becomes  corrupted  by  the  humans. 

He  throws  troops  away  when  I  say  to  do  it, 
but  he  complains  about  it.  He  is  honorable 
because  he  does  do  what  I  say.  At  the  very 


end  he  stands  up  to  me,  which  is  fme;  you 
can  stand  up  to  the  Chancellor  -  that’s  to 
be  expected  from  an  honorable  soldier. 

But  I  know  he’s  been  corrupted,  because 
he’s  not  fighting  with  the  enthusiasm  he 
should  have. 

“On  that  basis,  Worf  failed  me  when  he 
challenged  me  during  wartime.  In  the 
Klingon  world  that  is  not  OK;  you  can’t 
kill  the  C-in-C  during  wartime!  Worf  goes 
against  the  Klingon  warrior’s  way;  he  has 
been  humanized,  so  I  was  right.” 

Ironically,  this  was  a  situation  of 
Gowron’s  own  making.  “I  put  Martok 
on  Deep  Space  Nine.  I  ordered  him  there  for 
two  reasons:  because  he  was  powerful,  and 
because  I  knew  he  was  a  good  general.  I 
didn’t  want  somebody  who  was  too 
powerful  in  my  court.” 


Ready  to  die 

Ultimately,  Worf  was  the  more  human¬ 
ized  of  the  two  warriors,  and  he,  not 
Martok,  challenged  and  killed  Gowron, 
thus  bringing  Bob’s  run  on  the  show  to  an 
end.  “A  lot  of  people  around  me  were  upset 
that  I  was  being  killed,”  he  smiles.  “I  was 
very  OK  with  it.  I  was  going,  ‘No,  it’s  the 
end  of  the  show.  It’s  what  should  happen, 
and  it’s  fine.’  We  all  die.  Gowron  had  gone 
the  full  distance. 

“I  always  figured,  ‘What’s  the  half-life  of 
a  Klingon  leader?’  I  never  thought  I  would 
last  nine  seasons  and  two  series.  That  was 
plenty  for  me;  it  was  perfect.” 


Gowron  died  at  Worf’s  hands,  ending 
a  chapter  in  the  history  of  the  Klingon 
Empire  and  making  way  for  Martok  to 
restore  the  Klingons’  honor. 
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The  Dinaal 

It  is  common  for  civilizations  in  trouble  to  turn  to 
outside  agencies  for  aid.  In  2377  the  Delta  Quadrant  race 
known  as  the  Dinaal  recruited  the  Jye,  a  hard-nosed  race  of 
administrators,  to  solve  their  vast  healthcare  problems.  But 
their  methods  created  exceptional  levels  of  segregation. 


The  Dinaal  are  a  humanoid 
race  whose  homeworld  is 
located  in  the  Delta  Quad¬ 
rant.  Dinaal  cities  are 
impressive  for  their  sheer 
density:  every  inch  of  land  is 
covered  in  ornate,  high-rise  build¬ 
ings  constructed  from  materials 
that  appear  disaster-worn  and 
washed-out.  The  urban  areas 
stretch  right  to  the  water’s  edge, 
and  some  buildings  even  rise  out 
of  the  water  itself. 

Poisoning  the  planet 

The  infrastructure  needed 
to  service  these  metropolises 
inevitably  creates  pollution. 
Columns  of  black  smoke  can  be 
seen  rising  from  huge  chimneys, 
and  mining  facilities  are  common¬ 
place.  One  gigantic  irrigation 
facility  provides  water  to  half  of 
one  of  the  planet’s  subcontinents. 

This  over-industrialization 
caused  the  Dinaal  homeworld 
to  suffer  a  series  of  ecological 
disasters  that  led  to  worldwide 
devastation  and  famine.  As  a 
result  the  planet  no  longer  had 
the  natural  resources  to  support 
its  ever-expanding  population,  and 
Dinaal  society  faced  meltdown. 

The  pollution  levels  caused 
serious  health  problems  across 
the  planet,  and  the  sheer 
numbers  needing  treatment 
threatened  to  overwhelm  their 
hospitals.  In  order  to  help  the 
Dinaal  prioritize  their  resources 
they  brought  in  outside  help  from 
the  Jye  race,  who  are  noted  for 
their  administrative  skills.  They 
instigated  the  introduction  of 
a  healthcare  system  that  was 
directly  related  to  an  individual’s 
calculated  value  to  society. 

A  person’s  worth  was  deter¬ 
mined  by  a  computer  known  as 
the  ‘Allocator.’  It  used  a  complex 
set  of  mathematical  calculations 


that  took  in  the  importance  of  an 
individual’s  profession,  skills,  and 
accomplishments  to  determine 
what  level  of  care  they  would 
receive.  This  system  was  grossly 
unfair,  but  those  who  helped  to 
run  it,  including  Administrator 
Chellick,  argued  that  they  were 
trying  to  save  an  entire  society 
rather  than  individuals. 

Level  of  care 

The  perceived  importance  of 
a  patient  was  expressed  as  a 
‘Treatment  Coefficient,’  or  TC, 
and  governed  not  only  the  amount 
of  medication  and  care  a  person 
received,  but  the  initial  level  on 
the  massive  Dinaal  hospital  ships 
on  which  they  would  be  treated. 

The  hospital  ships  were 
suspended  in  low  orbit  above 
the  ruined  landscape.  Smaller 


transport  vessels  constantly 
ferried  scores  of  new  patients  to 
the  facilities  where  they  would  be 
given  a  Treatment  Coefficient  by 
the  Allocator,  which  might  decide, 
for  example,  that  an  agricultural 
engineer  was  more  important  to 
society  than  a  waste  processor. 
The  patient  was  then  assigned  to 
a  particular  level.  The  blue  level 
was  reserved  for  those  with  the 
highest  TCs,  and  offered  the  most 
comprehensive  medical  facilities 
and  drugs. 

Bottom  of  the  pile 

The  lower  levels  were  catego¬ 
rized  by  the  colors  green,  yellow, 
red,  and  white  -  the  last  being  the 
morgue.  The  lower  down  the  scale 
one  went,  the  more  horrendous 
conditions  became;  patients  were 
packed  into  a  confined  space  and 


often  left  to  wait  for  hours  before 
receiving  treatment.  Orderlies 
administered  to  their  needs  as 
much  as  they  were  allowed,  but 
the  results  were  meager  at  best. 
Young  people  who  had  not  proven 
their  worth  to  society  -  usually 
due  to  the  low  social  standing 


The  Dinaal  are  physically  identical 
to  humans,  but  their  world  is  very 
different  to  Earth. 


Years  of  misuse 

The  Dinaal  had  spent  many  long  years  mining  out 
their  world’s  natural  resources,  and  by  the  late  24th 
century  they  were  paying  the  price  with  planetwide 
famine  and  eco-disasters.  But  even  when  faced  with 
the  prospect  that  they  were  a  dying  race,  they  did 
not  seem  to  be  willing  to  change. 


Rusting  factories  and  extensive 
mining  facilities  littered  the  surface 
of  the  planet,  ruining  any  natural 
beauty  the  world  might  have  had. 


Pollution  in  the  atmosphere  of  the 
Dinaal  homeworld  made  the  planet 
appear  as  a  dirty,  gray-green  ball 
when  seen  from  space. 
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The  Dinaal 


The  Dinaal  hospital  ship  was  anchored  high  above  a  coastal  metropolis  This  readout  from  the  hospital  ship  showed  its  internal  layout,  with 

that  poured  out  pollution,  causing  numerous  ailments.  the  prestigious  blue  level  at  the  top  and  the  red  level  near  the  bottom. 


:  of  their  parents  -  were  automati- 
:  cally  given  a  low  TC  if  they  fell  ill. 

This  in  turn  meant  that  only  the 
1  wealthiest  and  healthiest 
survived,  as  opposed  to  those 
who  might  go  on  to  make  a  more 
meaningful  contribution. 

Bureaucracy  gone  mad 

Indeed,  the  system  led  to  the 
ludicrous  situation  where  a  patient 
might  be  allowed  treatment  for 
one  affliction  but  not  another,  or 
die  from  complications  that  were 
not  permitted  to  be  treated  even 
when  the  main  disease  had  been 


cured.  Dinaal  society  appeared 
to  be  mired  in  this  kind  of  blind 
bureaucracy,  with  even  a  request 
for  a  communications  link  from 
the  hospital  ship  requiring  a 
formal  request  to  the  head  admin 
istrator  and  endless  paperwork. 

Outsiders  saw  the  practice  of 
letting  a  machine  make  life-or- 
death  decisions  as  cold  and 
barbaric;  it  was  not  just  a 
rationing  of  care,  it  was  a  purging 
of  the  sick  and  weak.  The  Dinaal, 
however,  saw  it  as  a  necessity  of 
life.  They  claimed  their  society 
was  much  better  off  since  they 


started  to  follow  the  Allocator’s 
protocols.  Even  patients  with  a 
low  TC  accepted  their  lot,  and 
stated  that  much-needed 
resources  should  be  expended 
on  “more  deserving”  patients. 

Voice  of  dissent 

The  first  real  rallying  against 
the  harsh  methods  imposed  by 
the  Jye  came  in  2377,  when  the 
stolen  Emergency  Medical  Holo¬ 
gram  from  the  U.S.S.  Voyager 
NCC-74656  was  sold  to  the 
hospital  ship  by  a  mercenary. 
The  Doctor  spoke  out  against 


the  system,  and  pointed  out 
to  the  Dinaal  chief  of  medicine, 

Dr.  Dysek,  that  the  Allocator  was 
reducing  drug  amounts  to  the  blue 
level  because  of  their  successful 
cure  rates.  Maintaining  the  level 
by  siphoning  off  drugs  to  the 
lower  levels  thus  benefited  all 
parties. 

In  this  way  -  and  through  a 
more  extreme  action  that  left 
him  questioning  his  own  ethics  - 
the  Doctor  succeeded  in  returning 
some  morality  to  the  system. 

The  signs  were  hopeful  that, 
in  the  future,  the  Dinaal  would 
find  a  middle  road  between  their 
current  problems  and  the  equally 
devastating  solutions. 


The  Doctor  managed  to  recruit 
Dysek,  the  chief  of  medicine 
of  the  hospital,  to  his  cause. 


Chellick  was  a  pompous- 
looking  man,  who  had  no 
interest  in  social  justice. 

After  the  Doctor  poisoned 
Chellick,  the  administrator 
had  first-hand  experience  of 
how  unfair  his  system  was. 


A  taste  of  his  own  medicine 

Administrator  Chellick  was  a  member  of  the  Jye  race,  a  man 
with  a  reputation  for  sorting  out  problems.  He  was  brought 
in  by  the  Dinaal  to  save  their  healthcare  system,  which 
was  buckling  under  the  strain  that  was  placed  upon  it  by 
the  ailing  population.  However,  Chellick’s  cavalier  attitude 
to  letting  a  computer  determine  a  patient’s  access  to  treat¬ 
ment  on  the  basis 
of  their  social 
standing  within 
the  class-based 
Dinaal  society  infu¬ 
riated  Voyager’ s 
EMH,  who  took 
the  drastic  step 
of  infecting  the 
Jye  administrator 
to  make  his  point. 
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CHAOTIC  CONDITIONS 

The  sheer  volume  of  lower  TC 
patients  flooding  into  the  red  level 
meant  that  many  of  them  had  to 
sleep  on  gurneys,  or  even  on  the 
floor,  adding  to  the  sense  of 
squalor  that  prevailed.  _ 


Members  of  the  Dinaal  who  fell  ill 
and  were  regarded  as  being  of  limited 
use  to  their  society  received  a  poor 
level  of  care  in  an  understaffed  and 
ill-equipped  area  of  their  hospital 
ship  known  as  the  red  level. 

The  red  level  on  the  Dinaal  hospital  ship  was 
reserved  for  those  patients  with  the  lowest  treat¬ 
ment  coefficient  rating,  and  offered  the  worst  level 
of  patient  care.  It  was  the  largest  treatment  area 
within  the  floating  hospital,  but  was  also  the  most 
crowded.  It  consisted  of  a  series  of  cramped  rooms 
that  resembled  an  emergency  triage  far  more  than 
a  well-equipped  hospital. 

The  red  level  was  located  toward  the  lower  part 
of  the  hospital  ship,  just  above  the  white  level  that 
contained  the  morgue.  A  typical  red  level  treatment 
area  was  dirty  and  crammed  with  broken-down,  poor- 
quality  equipment,  in  direct  contrast  to  the  bright  and 
clean  atmosphere  of  the  blue  level.  The  red  level  did 
not  have  any  windows,  and  thus  there  .. 
was  no  natural  light,  making  it 
a  gloomy  and  depressing  s'  , 

place  for  the  unfortunate  ^ —  sQ 

patients  who  ended  ^ 
up  there. 


A  lack  of  space  meant  that  many 
pieces  of  equipment  and  garbage 
disposal  units  were  often  left  out 
in  the  corridors.  Some  containers 
doubled  as  seats  when  the  ward 
was  especially  busy. 


OVERCROWDING 

The  red  level  was  filled  with  patients  who 
were  unsure  of  when  they  would  be  treated, 
although  the  overworked  medical  staff  did 
their  best  to  provide  whatever  care  they  could. 


There  were  very  few  diagnostic 
beds  on  the  red  level,  and  most 
patients  received  a  totally 
inadequate  level  of  care. 
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Blue  Level 


The  blue 
level  wards 
had  only  two 
beds  each, 
which  were 
arranged  on 
opposite 
sides  of  the 
room. 


The  attending  physician 
on  each  ward  had  his  own 
separate  office,  and  a  work 
station  through  which  he 
could  access  the  Allocator 
database  and  information 
on  his  patients’  status. 


The  blue  level  wards  aboard  the  hospital 
ship  provided  the  ultimate  in  medical 
care  for  the  Dinaal.  This  oasis  of  medical 
hospitality  was  in  stark  contrast  to  the 
appalling  conditions  on  the  red  level. 

The  blue  level  was  a  plush,  hi-tech,  yet  serene  medical 
facility,  located  at  the  top  of  the  hospital  ship.  It  was 
equipped  with  elaborate  diagnostic  facilities,  and 
provided  a  superb  level  of  care  for  those  patients  lucky 
enough  to  have  been  graded  with  a  high  treatment  coeffi¬ 
cient  rating.  It  offered  the  most  comprehensive  medical  facil¬ 
ities  and  drugs.  It  was  a  quiet  haven  where  each  patient  was 
positively  pampered,  and  often  had  six  medical  staff  looking 
after  their  needs  at  any  one  time.  The  patients  had  separate 
booths  and  received  all  of  the  medication  necessary  -  or 
even  unnecessary:  some  treatments  simply  safeguarded  the 
future  wellbeing  of  a  patient  deemed 
valuable  to 
society,  even 
when  those 
medicines 
were  needed 
to  save  lives 
on  the  lower 
levels. 


Blue  Lev... 


The  nurses'  station  was  strategically 
positioned  directly  opposite  the 
elevator;  any  visitors  or  intruders 
were  noted,  and  both  patient 
alcoves  could  be  easily  monitored. 


The  majority  of  the  blue  level 
wards  consisted  of  empty 
space,  with  low,  comfortable, 
upholstered  chairs  for  visitors. 


Blue  Level  Layout 


COLOR  COORDINATED 

The  hospital  ship  tended  to 
incorporate  a  level’s  desig¬ 
nated  color  into  its  interior 
decor  and  computer  displays. 


AUTOMATED  PHARMACY 

Wall-mounted  consoles  near  to  the  patient  beds 
incorporated  a  voice-activated  dispensary  system; 
a  verbal  request  for  a  medicine  was  made  for  a 
particular  patient,  and  if  they  had  a  high  enough 
TC  rating  the  drug  was  dispensed  from  behind  a 
previously  secure  hatchway. 
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Behind  the  Scenes 


Designing  ENTERPRISER  Phsse 
Cannons  and  Crapping  Hooks 

According  to  senior  illustrator  Doug  Drexler,  Enterprise  NX-01  is  like  a 
Swiss  army  knife:  it  is  bristling  with  hidden  pieces  of  machinery  that  can  be 
deployed  from  a  number  of  hatches.  The  first  of  these  devices  to  be  designed 
were  the  ship’s  phase  cannons  and  grappling  systems. 


NTERPRISEs  creators,  Rick  Berman 
and  Brannon  Braga,  knew  that  Captain 
Archer’s  ship  had  to  be  unique.  They 
spent  months  working  with  the  art 
department  to  develop  a  distinct  shape, 
but  they  didn’t  stop  there.  One  of  the  most 
important  things  about  the  new  show  is  that 
it  is  set  a  century  before  Kirk’s  first  mission, 
so  the  producers  wanted  Enterprise  NX-01  to 
be  missing  some  of  the  pieces  of  technology 
that  have  become  so  familiar  to  us.  This  ship 


wouldn’t  have  tractor  beams  or  multi-direc¬ 
tional  phaser  strips;  instead,  Enterprise  would 
control  its  shuttles  with  physical  grappling 
lines  and  fire  phase  blasts  from  gun  turrets. 

Moving  parts 

Advances  in  technology  also  meant  that  the 
visual  effects  department  could  provide  the 
ship  with  more  moving  parts  than  ever  before, 
so  these  new  pieces  of  equipment  could  be 
made  to  animate,  making  the  ship,  and  the 


show,  more  dynamic.  The  design  process 
would  involve  the  art  department,  where 
Doug  Drexler  produced  a  series  of  concepts 
as  low-resolution  CG  models,  and  the  visual 
effects  department,  which  is  headed  up  by 
supervising  producer  Peter  Lauritson  and 
producer  Dan  Curry.  The  final  models  would 
be  built  at  foundation  Imaging. 

Rather  than  cover  the  hull  with  gadgets, 
the  producers  decided  to  conceal  their  new 
devices  inside  the  ship  behind  a  variety  of 
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Doug’s  first  concept  for  the  pulse  cannons  involved  a  hemispherical  unit  that  would 
emerge  from  behind  one  of  the  hatches  on  ENTERPRISE  NX-01  ’s  hull.  It  was  based  on 
the  phasers  in  STAR  TREK:  THE  MOTION  PICTURE,  which  had  a  similar  shape.  The 
producers  were  interested  in  this  approach,  but  felt  the  design  was  too  obtrusive. 


Doug’s  second  pass  at  the  pulse  cannons  produced  a  flatter  profile  in  which  the  pulse 
cannon  itself  has  become  a  smaller  sphere  mounted  on  an  arm  in  the  center  of  a  turntable. 
However,  by  this  stage  Doug  had  begun  to  think  of  an  entirely  different  approach. 


hatches.  This  meant  that  movement  would 
automatically  be  involved  whenever  they  were 
deployed.  “We  liked  the  idea  of  a  ship  that 
was  like  a  Swiss  army  knife,  with  hidden 
facilities,”  Doug  explains.  “The  thought  was 
that  various  ships’  hatches  would  multitask. 
Imagine  that  behind  the  hatch  is  a  cylinder 
on  a  turntable,  like  the  revolver  on  a  pistol. 
The  cylinder  would  have  three  or  four 
chambers,  each  chamber  containing  some¬ 
thing  else:  probe  launcher  (we  saw  the  echo 
relay  launch  from  one),  phase  cannon,  bottle 
suit,  auxiliary  airlock,  etcetera.  To  my  mind  it 
made  good  sense  on  a  ship  where  space  might 
be  at  a  premium,  and  it  was  also  fun.” 

Both  the  grappling  lines  and  the  phase 
cannons  (then  called  pulse  cannons)  featured 
in  the  script  for  ‘Broken  Bow,’  so  the 
producers  had  Doug,  who  was  also  working 
on  the  design  of  the  ship,  start  thinking  about 
them  at  an  early  stage. 

Hemispherical  weapons 

His  first  pass  at  the  pulse  cannons  was 
actually  based  on  something  that  appeared 
on  STIR  TREK  before.  When  you  watch  an 
episode  of  the  original  series,  it’s  impossible 
to  tell  exactly  where  the  phaser  fire  is  coming 
from,  but  Doug  says  that  if  you  look  closely  at 
the  model  of  the  U.S.S.  Enterprise  NCC- 1 7 0 1 
that  was  built  for  STAR  TREK:  THE  MOTION 
PICTURE  you  will  find  small  hemispheres 


The  third  design  for  the  phase  cannon 
was  intended  to  echo  the  look  of  the 
much  smaller  phase  pistols  that  were 
carried  by  the  landing  parties. 
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Weapon  in  action 

This  version  of  the  pulse  cannon  is  essentially  a  giant  version  of  the  phase  pistol  that  is 
mounted  on  a  turntable.  The  small,  curved  units  on  each  side  of  it  are  targeting  scanners. 
This  is  the  stage  the  cannons  had  reached  when  ‘Broken  Bow'  was  filmed. 


that  serve  as  the  ship’s  phasers.  The  first 
design  he  suggested  was  a  deliberate  attempt 
to  foreshadow  this,  and  featured  a  hemispher¬ 
ical  turret.  “Our  producers  thought  that  this 
approach  had  merit,”  he  remembers,  “but 
they  wanted  to  see  a  sphere  that  would  be  less 
obtrusive,  which  led  to  the  next  design.” 

In  this  version  the  hemisphere  was 
converted  into  a  small  ball  that  was  mounted 


on  an  arm  that  could  swing  around  on  a 
turntable.  Doug  remembers  that  while  he  was 
working  on  this  revised  pulse  cannon  he  had 
an  inspiration.  “I  was  playing  with  the  idea  of 
basing  the  shipborne  phase  weapons  on  the 
hand  weapons  that  we  see  the  crew  carry.  It 
hit  me  when  I  was  reading  Gene  Rodden- 
berry’s  notes  on  ships’  weapons  in  the  original 
series.  Gene  described  them  as  ‘artillery-sized 


versions  of  our  pistol  phasers.’  It  made  perfect 
sense  for  various  reasons,  the  most  important 
being  the  recognition  factor  for  the  audience  — 
they  would  know  what  they  were  instantly. 
Rick  Berman,  Brannon  Braga,  Peter 
Lauritson  and  Dan  Curry  all  liked  this 
direction.” 

Doug  now  produced  a  third  design  that 
had  elements  of  his  second  version  but  also 
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The  script  for  ‘Silent  Enemy’  established  that  the  phase  cannons  were  housed  in  the 
armory  on  the  bottom  of  the  ship.  This  meant  that  Doug  had  to  create  a  new  hatch  in 
the  correct  location  especially  for  them. 


The  final  design  for  the  phase  cannons  retained  the  barrel  from  the  previous  version ,  but 
involved  a  different  system  for  mounting  and  controlling  it.  The  final  model  of  the  cannon 
had  to  be  carefully  tweaked  to  match  the  physical  version  that  was  built  for  the  set. 


The  STAR  TREK  prop  department  built  a 
full-size  model  of  the  phase  cannon,  which 
could  be  seen  in  the  armory  when  it  was 
retracted  inside  the  ship. 

incorporated  a  large  barrel  that  was  highly 
reminiscent  of  the  phase  pistol.  It  was 
mounted  on  the  same  arm  as  the  previous 
design,  and  was  flanked  by  twin  targeting 
scanners. 

Doug  goes  on  to  say  that  although  it  is  not 
clear  from  the  renders  he  generated  for  the 
producers,  all  three  of  these  designs  would 
have  been  hidden  beneath  the  surface  of  the 
ship  when  they  weren’t  in  use.  “The  entire 
turret  opening  would  be  closed  over  by  a 
two-part  sliding  door,  and  the  weapon 
assembly  would  rise  up  and  deploy  from 
below  the  hull.” 

Waiting  for  action 

Although  the  pulse  cannons  were  built 
for  ‘Broken  Bow’  we  never  saw  them  fired 
in  closeup,  so  the  computer  models  that 
Foundation  had  made  were  never  used. 

The  phase  cannons  (which,  the  script 
explained,  were  more  powerful  than  pulse 
cannons)  finally  made  their  debut  in  ‘Silent 
Enemy’  when  Reed  and  Trip  struggled  to 
install  them  in  time  to  fight  off  a  race  of 
mysterious  aliens.  “The  really  cool  thing 
about  this  episode,”  Doug  smiles,  “was  that 
we  were  called  upon  to  build  a  full-size  phase 
cannon  in  its  silo.” 

This  required  a  few  changes  in  the  design 
of  the  GG  model  of  the  phase  cannon  that 
appeared  on  the  outside  of  the  ship  to  make 
sure  that  the  practical  and  CG  versions  were 
identical.  At  this  stage  the  turntable  and 
targeting  scanners  were  removed,  and  the 
cannon  was  mounted  on  a  simple  arm 
instead. 

The  script  also  made  it  clear  that  the  phase 
cannons  were  actually  housed  in  the  armory, 
which,  as  Doug  explains,  posed  the  art  depart¬ 
ment  with  a  slight  problem.  “We  had  built 
numerous  hatches  into  the  ship  for  egress  of 
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various  devices,  most  notably  the  phase 
cannon.  As  fate  would  have  it,  the  script 
called  for  the  crew  to  be  able  to  access  that 
phase  cannon  in  its  silo  from  the  forward  torp 
room.  We  had  not  provided  for  a  hatch  there, 
and  had  to  retrofit  one  into  the  CG  model  of 
the  NX-0  IP 

The  other  major  piece  of  equipment  that 
flips  out  of  the  ship  is  the  ship’s  grappling 
array.  The  idea  was  that  this  would  grab  hold 
of  the  shuttles  to  guide  them  safely  back  into 
the  bay  when  they  returned  to  base. 

Like  the  phase  cannons,  the  grappler  went 
through  a  few  modifications  before  the  design 
was  finalized.  “My  first  pass  on  the  grappler 
showed  that,  undeployed,  it  would  fold  neatly 
inside  of  a  tube  that  resembled  our  shuttle 
pod  docking  arm,  the  idea  being  that  we  have 
a  variety  of  these  tubes  packed  with  different 
special-duty  instruments  that  are  stored  away 
in  a  compartment  adjoining  the  launch  bay. 
As  for  this  particular  grappler,  our  leaders 
wanted  something  more  heavy-duty  for  what 
they  were  asking  of  the  device.” 

Elegant  and  strong 

Given  the  request  for  a  more  ‘industrial’- 
looking  grappler,  Doug  produced  a  second 
design  in  which  the  grapplers  were  placed 
side  by  side  on  articulated  arms.  The 
producers  liked  this  direction,  but  wanted  to 
see  something  a  little  more  “elegant.”  With  a 
little  modification,  this  led  to  the  final  design, 
in  which  the  grapplers  were  simplified.  “It's 
got  a  sense  of  strength  to  it  without  the  heavy 
industry  look,”  Doug  says. 

As  Doug  thought  they  might,  the  grappling 
arms  have  already  proved  useful  for  deploying 
other  pieces  of  equipment  -  they  were  also 
used  to  carry  the  particle  beacons  that  were 
added  in  ‘Shockwave,  Part  I.’ 

As  for  other  gadgets  that  might  be  hidden 
behind  Enterprise  NX- 0 1’s  many  ports,  Doug  is 
staying  tight-lipped,  so  we’ll  just  have  to  wait 
and  see.  (A 


The  model  of  the  grappler  was  finished  by 
Koji  Kuramura  at  Foundation  Imaging  and 
made  its  debut  in  ‘Broken  Bow.  ’ 


Doug’s  second  pass  at  the 
grappling  array  was  very 
close  to  the  finished  version 
but  had  large  arms  at  the 
back  that  were  eliminated. 


Industrial  design 

The  producers  didn’t  feel  that  Doug’s  first  concept  for  the 
grappling  hooks  looked  as  robust  as  they  wanted  it  to.  After 
all,  it  had  to  be  capable  of  towing  a  shuttle. 
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In  ‘Shockwave’  the 
grappling  arm  was 
also  used  to  deploy 
the  particle  beacons 
that  were  used  to 
detect  the  cloaked 
Suliban  ships. 


The  finished  article 

The  final  version  of  the  grapplers  had  everything  the  producers  wanted.  The  grapplers  them¬ 
selves  slide  up  and  down  the  arm,  and  can  turn  in  a  vertical  plane  as  they  acquire  a  target. 
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Tribbles 

A  tribble  is,  depending  on  your  point 
of  view,  either  one  of  the  most  adorable 
creatures  in  the  Galaxy  or  an  ecological 
time  bomb  that  will  leave  a  trail  of  chaos 


in  its 

Tribbles  hail  from  the  far 

reaches  of  Federation  space. 
They  are  small  creatures  with 
an  amazing  capacity  to  repro¬ 
duce  at  speed.  Their  round  bodies 
are  covered  in  fur  that  varies  in 
color  from  pure  white  to  darkest 
black,  through  several  shades  of 
tan  and  brown. 

Odd  anatomy 

It  is  not  immediately  obvious 
which  end  of  a  tribble  is  which. 
Indeed,  it  is  debatable  whether 
tribbles  even  have  a  head  as  we 
would  think  of  one;  they  certainly 
have  no  teeth.  They  possess 
only  a  rudimentary  intelligence. 
They  emit  high-pitched  squealing 
noises  when  sat  or  trodden  on, 
indicating  that  they  can  feel  pain. 
They  can  also  differentiate 
between  various  humanoid 
species,  but  exactly  how  they 
do  this  is  unknown. 

As  well  as  having  no  obvious 
limbs  or  head  areas,  tribbles  are 
also  asexual;  there  is  only  one 
tribble  gender,  and  the  creatures 
can  reproduce  at  will.  Their  rate 


wake. 

of  reproduction,  and  the  speed 
at  which  they  eat,  is  so  fast  that 
a  single  tribble  can  pose  a  very 
real  ecological  threat  to  a  planet’s 
environment. 

Survival  strategy 

Tribbles  are  born  pregnant, 
and  reproduce  at  an  alarming 
rate.  The  average  tribble  can 
produce  a  litter  of  approximately 
10  offspring  every  12  hours, 
which  can  lead  to  more  than 
a  million  tribbles  in  less  than 
three  days.  This  may  seem 
excessive,  but  it  is  a  necessary 
survival  strategy  on  their  home- 
world;  the  environment  from 
which  the  tribbles  originate  is 
riddled  with  predators,  and  few 
offspring  reach  maturity.  This 
level  of  reproduction  serves  to 
perpetuate  the  species,  but  little 
more.  It  is  only  when  tribbles  are 
removed  from  their  natural  habitat 
and  introduced  to  one  that  is  free 
from  predators  that  their  rate  of 
reproduction  becomes  a  problem. 

Baby  tribbles  are  approximately 
three  centimeters  in  diameter, 


Tribbles  come  in  a  multitude  of  shades  and  are  most  comfortable  sitting 
in  the  palm  of  a  human  hand,  where  they  purr  and  rock  slowly. 


and  an  adult  tribble  can  grow 
to  as  much  as  30  centimeters. 

Fifty  percent  of  a  tribbles’ 
metabolism  is  geared  for  repro¬ 
duction.  Their  sole  purpose  in  life 
appears  to  be  nothing  more  than 
to  eat  and  breed.  They  seem  to 
be  able  to  seek  food  anywhere, 
and  can  reach  it  by  moving 
through  vents,  machinery,  and 
even  up  walls;  tribbles  can  stick 
to  seemingly  smooth  vertical 
surfaces  with  the  skill  of  a  spider. 
If  their  food  supply  is  limited,  their 
ability  to  breed  is  diminished,  and 
starving  them  is  often  the  easiest 
way  to  limit  their  growth. 

Many  intelligent  species  find 
tribbles  attractive,  and  they  are 
often  sold  by  intergalactic  traders 
as  pets  or  souvenirs.  When  held 
or  stroked,  tribbles  make  a  low, 


gentle  purring  noise,  which  has  a 
tranquilizing  effect  on  the  nervous 
system  of  humans  and  many 
other  races. 

But  the  tribbles’  ability  to  breed 
so  quickly  turns  many  a  charmed 
tribble  owner  against  their  little 
pet.  As  Dr.  Leonard  McCoy  once 
remarked,  there  is  no  practical 
use  for  the  creatures.  Indeed, 
some  races  consider  them  to 
be  vermin. 

Enemy  of  the  Klingons 

But  there  are  few  races  that 
are  as  virulent  in  their  hatred 
of  tribbles  as  the  Klingons.  This 
proud  warrior  race  describes  the 
tribbles  as  "detestable  creatures” 
and,  in  the  late  23rd  century, 
decided  that  enough  was 
enough.  Hundreds  of  Klingon 


Holding  a  tribble  is 
very  relaxing  and  can 
reduce  the  heart  rate. 

Tribbles  share  a 
mutual  antipathy 
with  Klingons,  and 
react  aggressively 
to  their  presence. 


Friendly  danger 

Although  tribbles  pose  a  very 
serious  threat  to  food  supplies, 
many  species,  including  humans, 
see  them  as  lovable  creatures;  this 
is  partially  because  tribbles  natu¬ 
rally  ingratiate  themselves  by 
purring.  Some  species,  however, 
have  a  much  more  antagonistic 
relationship  with  them;  for  instance, 
Klingons  hate  tribbles,  and  this 
eventually  led  to  the  Klingons  exter¬ 
minating  their  enemy  in  a  series  of 
raids,  culminating  in  the  annihilation 
of  the  tribble  homeworld. 


Quark  found  himself  in  a  similar  position  to 
the  bartender  at  DEEP  SPACE  STATION  K-7 
when  his  bar  was  overrun  by  tribbles. 
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Tribbles 


A  small  population  of  tribbles  can  multiply 
to  fill  the  unlikeliest  of  spaces. 


A  rescued  tribble  from  the  past  multiplied  at  an 
alarming  rate  to  fill  DEEP  SPACE  NINE’S  Promenade. 


Tribbles  were  quick  to  devour  a  hold  of  poisoned 
grain  on  DEEP  SPACE  STATION  K-7  in  2267. 


warriors  were  sent  out  to  rid 
the  Galaxy  of  tribbles,  and  a 
Klingon  armada  obliterated  the 
tribble  homeworld. 

This  would  have  been  the 
end  of  the  story  if  not  for  Arne 
Darvin,  a  Klingon  spy  who  in 
2373  traveled  back  in  time  to 
the  Federation  starbase  Deep 
Space  Station  K-7  in  the  year 


2267.  Darvin’s  attempts  to  alter 
time  were  foiled  by  staff  from  the 
24th-century  station  Deep  Space 
Nine,  but  when  the  Starfleet  offi¬ 
cers  returned  to  their  own  time 
they  inadvertently  brought  a 
tribble  with  them.  Soon,  Deep 
Space  Nine,  like  K-7  more  than 
a  century  before,  was  deluged 
under  a  sea  of  tribbles. 


Tribble  anatomy 

A  tribble  is  governed  by  two  biological  imperatives 
-  to  multiply  and  consume  -  and  their  bodies  are 
perfectly  formed  for  this  designated  role. 


Tribbles  were  a  fairly  common  sight  in  the  2280’s,  but  shortly  after  this 
the  Klingons  succeeded  in  wiping  out  the  population. 


stomach  epidermis 


intestines 
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Gorgan 


To  the  young  members  of  the  Starnes  Expedition, 
Gorgan  was  a  friendly  angel  who  wanted  to  make  the 
universe  safe  for  them  to  play  in.  But  in  reality  he  was 
a  malevolent  creature  who  was  intent  on  controlling 
the  universe  and  destroying  anyone  who  opposed  him. 


Legend  tells  of  a  time  when 
the  system  of  Epsilon  Indi 
was  plagued  by  a  hostile 
race  who  were  intent  on 
either  conquering  or  killing  the 
many  inhabitants  of  this  region  of 
space.  Apparently,  this  aggressive 
race  originated  on  the  planet 
Triacus.  After  many  centuries  of 
war,  these  marauders  were  finally 


eliminated  by  their  enemies.  The 
legend  came  with  an  ominous 
warning:  the  evil  still  lived,  and 
waited  for  the  day  when  it  would 
be  able  to  continue  its  mission 
of  destruction  across  the  Galaxy. 

This  tale  was  more  than  mere 
legend:  one  member  of  this  evil 
race,  Gorgan,  had  taken  refuge 
in  a  cave  on  Triacus.  Gorgan  was 


Gorgan  was  a  non- 
corporeal  entity  who 
wanted  to  conquer  the 
universe.  To  achieve  his 
plans  he  seduced  followers 
to  his  cause;  children  acted 
as  agents  for  his  power. 


a  formless  entity  whose  existence 
did  not  register  as  any  known  life 
form  on  a  tricorder,  but  merely 
as  some  sort  of  disturbance. 

He  had  powerful  psychic  abilities 
that  allowed  him  to  generate 
convincing  illusions  and  influence 
the  minds  of  others.  He  appeared 
to  live  on  a  different  plane  of  exis¬ 
tence:  he  could  enter  the  normal 
universe,  but  when  he  did  so  he 
seemed  to  possess  no  physical 
substance. 

Evil  presence 

Even  if  human  beings  could 
not  see  Gorgan,  they  could  sense 
his  presence.  They  occasionally 
experienced  feelings  of  extreme 
anxiety,  bordering  on  intense  fear, 
when  they  were  close  to  him. 

Gorgan  drew  his  power  from 
the  belief  of  loyal  followers.  He 


appeared  to  need  to  use  his 
followers  to  act  as  a  medium  for 
his  powers:  without  their  support, 
he  was  almost  powerless,  other¬ 
wise  he  would  have  left  his  cave 
on  Triacus  long  before. 

By  using  his  followers  as 
mediums,  Gorgan  could  give 
them  the  power  to  interfere  with 
machinery,  to  project  illusions, 
and  to  influence  the  minds  of 
others.  Although  Gorgan  seemed 
to  be  the  source  of  the  power  to 
generate  illusions,  his  followers 
actually  wielded  the  power,  and  he 
had  to  persuade  them  to  use  it. 

Without  supporters,  Gorgan 
was  very  weak,  and  he  was  only 
able  to  overcome  extremely 
susceptible  minds.  However, 
even  in  this  state,  Gorgan  had 
enough  power  to  influence  the 
minds  of  adult  humans.  He  could 


Gorgan  was  capable  of  projecting  images  that  instilled  fear  into  the 
hearts  of  the  U.S.S.  ENTERPRISE  NCC-1701’s  crew. 


The  children  clenched  their  fists  and  The  children  created  illusions  that  deceived  the  crew  Uhura  was  confronted  by  her  innermost  fear 

moved  their  forearms  in  order  to  evoke  and  forced  them  to  confront  their  fears;  Sulu,  for  -  premature  aging  -  and  she  was  locked  into 

the  power  they  were  bestowed  by  Gorgan.  example,  was  afraid  of  piloting  the  ship  into  danger.  a  trance  as  the  illusion  continued. 
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Gopgan 


Captain  Kirk  used  a  recording  of  the  children’s  chant 
to  summon  Gorgan  to  the  ENTERPRISE  bridge. 


tap  into  someone’s  greatest  fear, 
or  their  “beast”  as  he  called  it, 
and  use  it  to  send  the  target  into 
a  hypnotic  state. 

Gorgan’s  presence  on  Triacus 
was  not  known  to  Starfleet  when 
it  sent  the  Starnes  Expedition  on 
a  mission  there.  When  the  party 
arrived,  Gorgan’s  presence  made 
the  adults  feel  deeply  uncomfort¬ 
able.  When  they  realized  that  an 
alien  presence  was  influencing 
their  minds,  Gorgan  used  his 


abilities  to  force 
them  to  commit 
suicide. 

The  children  did  not 
sense  Gorgan’s  evil,  and  he 
persuaded  them  to  support  him 
by  promising  them  the  freedom  to 
play  whenever  they  wanted,  and 
do  whatever  they  chose.  He  also 
appeared  to  be  able  to  suppress 
the  children’s  memories  of  their 
parents’  deaths. 

With  the  children  providing  him 


with  power,  Gorgan  planned  to 
take  over  the  entire  universe. 
Gorgan  appeared  to  be  psycho- 
pathically  evil.  He  regarded  any 
form  of  gentleness  as  weakness, 
and  was  determined  to  destroy 
anyone  who  stood  in  his  way. 

Angel  of  darkness 

Gorgan  presented  himself  to 
the  children  as  a  friendly,  ethereal 
angel.  Multicolored  lights  shone 
around  him  as  he  hovered  in  the 
air.  He  had  white-gray  hair, 
and  a  plump,  jolly-looking 
figure.  He  wore  a 
flowing  robe,  and 
spoke  with  a  gentle, 
yet  authoritative 
voice  that 
commanded 
unswerving  obedi¬ 
ence  from  his 
followers. 

Gorgan  convinced  the 
children  that  all  he  wanted 
was  to  make  the  universe  safe 
for  them  to  play  in.  Even  though 
the  group  of  children  he  manipu¬ 
lated  was  small,  they  were  still 
able  to  generate  enough  power  to 
control  many  people. 

In  their  innocence,  the  children 
eagerly  gathered  together  to  do 
his  bidding;  they  could  summon 


Seduced  by  Gorgan 

The  younger  members  of  the  Starnes  Expedition  party  were  not  able  to  sense 
Gorgan’s  evil  presence  in  the  way  that  adults  could.  After  their  parents’  deaths, 
Gorgan  somehow  suppressed  the  children’s  feelings  of  grief,  and  convinced  them 
that  he  was  a  ‘friendly  angel.’  Dr.  McCoy  originally  attributed  the  children’s  unusual 
mental  state  to  post  traumatic  stress,  but  Spock  soon  realized  that  there  were 
more  sinister  forces  at  work. 


The  children  summoned  Gorgan  by  forming 
a  circle,  placing  their  hands  together,  and 
chanting,  while  slowly  turning. 

Kirk  forced  the  children  to  recall  the  deaths 
of  their  parents,  and  the  emotional  shock 
broke  Gorgan’s  control  over  them,  forever. 


Gorgan  by  chanting:  “Hi,  hi,  fire 
and  snow/Call  the  angel/We  will 
go/Far  away,  for  to  see/Friendly 
angel,  come  to  me.” 

On  Stardate  5041.1  Captain 
Kirk  and  the  crew  of  the  U.S.S. 
Enterprise  NCC-1701  arrived  on 
Triacus.  They  found  the  dead 
bodies  of  the  adults  in  the 
Starnes  Expedition;  the  children 
were  playing  among  the  corpses. 

Kirk  took  the  children  aboard 
the  Enterprise,  and  planned  to 
take  them  to  Starbase  IV  once 
he  had  learned  the  truth  about 
what  happened  on  Triacus.  While 
Spock  and  Kirk  investigated  this 
tragedy,  the  children  brought 
Gorgan  with  them  onto  the  ship. 

Death  of  Gorgan 

Gorgan  told  his  followers  to 
take  the  Enterprise  to  Marcos  XII, 
a  heavily  populated  Federation 
world  where  he  planned  to  gather 
more  followers.  The  children  used 
Gorgan’s  power  to  manipulate 
almost  the  entire  crew;  only  Kirk 
and  Spock  were  able  to  overcome 
their  fears  and  confront  Gorgan. 

When  Gorgan  was  exposed 
and  his  own  fear  of  the  truth 
was  revealed,  the  children  began 
to  doubt  him.  When  Kirk  forced 
them  to  watch  a  visual  recording 
of  their  happy  times  with  their 
parents  on  Triacus,  followed  by 
the  adults’  deaths,  the  children 
began  to  see  the  real  Gorgan.  He 
no  longer  appeared  as  a  friendly 
angel,  but  rather  as  an  ugly,  evil, 
malevolent  monster.  When  the 
children  were  instructed  not  to 
fear  Gorgan,  he  slowly  disinte¬ 
grated  into  nothingness. 


Gorgan  appeared  as  a  benign, 
paternal  figure  to  the  children 
whose  parents  he  had  killed. 
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and  cultures.  Korob  gave  the 
impression  that  he  just  wanted 
to  complete  the  job  and  go  home, 
but  Sylvia,  seduced  by  the  physi- 
cality  of  her  body,  wanted  to  stay 
and  enjoy  her  new  form. 


With  their  transmuter  destroyed, 
Korob  and  Sylvia  reverted  to  their 
natural  states  of  being. 


Korob  and  Sylvia 

Encountered  on  Pyris  VII,  the  avian-like  life  forms 
Korob  and  Sylvia  used  a  powerful  thought-transmutation 
technology  to  create  a  frightening  world. 


The  bizarre  aliens  known 
only  as  Korob  and  Sylvia 
were  encountered  by  a 
landing  party  from  the 
U.S.S.  Enterprise  NCC-1701 
on  Stardate  3018.2.  In  their 
natural  form,  Korob  and  Sylvia 
were  small  avian-like  forms  with 
blue  fur;  instead  of  a  face,  each 
head  featured  a  clutch  of  delicate 
tentacles.  Though  discovered  by 
Starfleet  officers  on  the  planet 
Pyris  VII,  they  apparently  could  not 
survive  conditions  on  a  Class-M 
planet  unassisted,  and  were 
believed  to  originate  from 
another  Galaxy. 

They  used  a  device  called  a 
transmuter  to  direct  and  amplify 
the  power  of  their  minds,  allowing 
them  to  change  their  forms  at 
will  and  manipulate  energy  and 
matter.  It  could  also  transport 
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matter  over  intergalactic 
distances.  They  seemed  to 
be  aware  of  the  Federation,  and 
had  access  to  technology 
advanced  enough  to  bring 
them  to  Pyris  VII. 


Using  his  magical 
abilities,  Korob  tried 
to  buy  the  favor 
of  Captain  Kirk  by 
offering  him  a  plate 
full  of  precious  gems. 


They  spoke  of  their  duty  to 
the  Old  Ones,  their  rulers,  who 
had  no  experience  with  physical 
sensation,  and  claimed  that 
their  purpose  was  to 
study  other  life  forms 


Magic  or  science? 

Korob  and  Sylvia  seemed  uncer¬ 
tain  whether  the  things  they  did 
with  the  transmuter  were  magic 
or  science.  How  it  came  into  their 
possession  was  also  unknown, 
although  it  was  presumably 
supplied  to  them  by  the  Old  Ones. 

When  using  the  wand-shaped 
transmuter,  Korob  took  the  human 
form  of  a  large,  bald  man  with 
a  short  brown  beard.  He  wore  a 
yellow  caftan  with  a  silver  hood 
that  he  kept  down;  like  the  other 
accoutrements  of  the  world  he 
and  his  colleague  created,  this 
garment  was  obviously  meant  to 
inspire  a  subconscious  response 
from  the  Enterprise  landing  party, 
fashioned  as  it  was  after  the 
robes  of  mythical  wizards.  Korob 
preferred  to  maintain  his  chosen 
human  shape  at  all  times. 

When  first  encountered,  Sylvia 
was  a  normal  Earth-type  black 


Sylvia  was  a  competent  magician;  she  used  the  transmuter 
to  change  her  form  into  a  cat,  and  sympathetic  magic  to 
raise  the  temperature  of  the  ENTERPRISE. 


Korab  and  Sylvia 
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The  magicians  of  Pyris  VII  wore  suitable  attire  Korob  and  Sylvia  created  a  medieval  setting  to  house  Captain  Kirk  attempted  to  confuse  Sylvia 

for  their  theatrical  roles.  Kirk  and  Spock  of  the  ENTERPRISE.  by  eliciting  human  emotions,  such  as  love. 


cat,  which  Captain  Kirk  and  his 
party  mistook  for  Korob’s  familiar. 
Later,  when  stalking  Korob  and 
the  men  from  the  Enterprise,  she 
became  a  much  larger  animal. 
Sylvia  knew  how  to  use  her 
powers  to  her  best  advantage; 
when  attempting  to  convince 
Captain  Kirk  to  join  her,  she 
manifested  herself  as  a  seduc¬ 
tress,  wearing  exotic  clothing 
and  hairstyles.  Her  most  common 
appearance  was  as  a  beautiful, 
dark-haired  human  woman.  Unlike 
Korob,  Sylvia  was  interested  only 
in  power  and  in  her  newfound 


ability  to  experience  the  physical 
sensations  that  her  human  body 
allowed  her;  Korob  was  more 
sympathetic  than  his  companion 
to  the  discomfort  they  were 
causing  to  their  Starfleet  visitors. 

Confused  mission 

At  best,  Korob  and  Sylvia 
seemed  ambivalent  about  why 
they  had  come  to  Pyris  VII;  at 
one  moment  they  seemed  to 
have  purposefully  attracted  the 
Enterprise  to  their  planet,  but 
at  another,  they  ordered  the  ship 
to  leave,  and  demanded  to  know 


all  about  Federation  science. 

Later,  Sylvia  said  that  her  people 
needed  the  humans’  dreams  and 
imagination,  but  most  of  the  time 
Korob  and  Sylvia  didn’t  really 
seem  to  know  what  they  wanted. 
They  frequently  argued  with  each 
other,  and  though  it  did  appear 
that  they  had  some  kind  of 
agenda  they  never  revealed  the 
exact  details  of  their  mission. 

With  information  they  took 
from  the  human  subconscious, 
Korob  and  Sylvia  created  a  dark, 
frightening  world  full  of  witches, 
dungeons,  spider  webs,  and  other 


symbols  they  hoped  would  frighten 
the  crew  of  the  Enterprise. 

The  castle  in  which  they 
presented  themselves  had  a 
dungeon  that  was  fitted  out  with 
manacles,  torture  equipment, 
and  the  remains  of  earlier  victims. 
Sylvia  claimed  it  was  a  simple 
matter  to  probe  and  control 
humanoid  minds;  she  threatened 
the  landing  party,  claiming  that 
she  could  forcibly  extract  the 
information  she  wanted  from 
their  minds. 

But  Korob  and  Sylvia  were  not 
as  proficient  as  they  believed. 
When  they  tried  to  tap  the 
conscious  minds  of  Kirk  and 
his  people,  they  missed,  reaching 
the  subconscious  instead;  hence 
their  concentration  on  the  irra¬ 
tional,  on  what  humans  would 
consider  to  be  nightmares. 

Magician 

Sylvia  did,  however,  demon¬ 
strate  a  reasonably  competent 
facility  with  sympathetic  magic; 
she  claimed  that  she  had  killed 
one  of  Kirk’s  crewmen  by  creating 
an  image  of  him  and  then  killing 
it,  and  she  later  raised  the  air 
temperature  aboard  the  Enterprise 
by  dangling  a  model  of  the  ship 
over  a  candle  flame.  Korob 
stopped  more  crew  members  from 
beaming  down  by  encasing  the 
model  in  a  block  of  transparent 
material.  But  it  was  probable  that 
all  these  tricks  were  performed 
with  the  help  of  the  transmuter. 

After  the  device  was  broken, 
Sylvia  and  Korob  reverted  to  their 
natural  state  and  evaporated  into 
smoking  ruins,  taking  their 
secrets  about  their  true  mission 
and  their  homeworld  with  them. 


Magic  wand 


The  transmuter  was  a  wand  approximately 
half  a  meter  long,  with  a  transparent  ball  at 
one  end.  Its  power  could  be  easily  destroyed 
by  shattering  the  ball;  when  this  was  done, 

there  was  a  flash  of  bright  white 
light,  and  all  illusions  generated 
by  the  transmuter  disappeared 
It  was  unclear  whether  the 
transmuter  was 
part  of  a  larger, 
hidden 
device. 


The  wand  worked 
by  directing  and 
amplifying  the 
thought  patterns 
of  the  wielder. 


Korob  wielded  the  transmuter  wand  like 
Prospero  on  his  magical  island. 
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A  mippop  of 
ancient  Greece 

The  Platonians’  clothing  was  simple  and 
colorful:  dresses  for  women  and  short- 
sleeved  tunics  with  belts  for  men,  with 
optional  sashes.  They  preferred  simple 
furnishings,  such  as  low  stone  benches 
and  couches.  As  well  as  adopting  the 
styles  of  ancient  Greece,  they  had 
brought  several  artifacts  with  them 
from  Earth,  including  a  shield  said  to 
have  been  carried  by  Pericles,  a  cithara 
(a  stringed  musical  instrument  similar 
to  a  lyre),  and  a  collection  of  Greek 
cures  penned  by  Hippocrates. 


The  U.S.S.  ENTERPRISE 
NCC-1701  was  brought 
to  Platonius  by  a 
distress  call  in  2268. 


The  Platonians’ 
tastes  were  heavily 
influenced  by  the 
ancient  Greeks  of 
Earth  culture. 


The  Platonians  were  a  race  of  aliens  who 
used  the  ancient  Greeks  on  Earth  as  a 
model  for  their  society.  They  lived  a  life 
of  ease  and  luxury,  which  was  facilitated 
by  their  considerable  psychokinetic 
powers  and  abilities. 


The  Platonians  were  a  remark¬ 
ably  long-lived  humanoid  race 
who  had  acquired  the  power 
of  psychokinesis  -  the  ability 
to  move  matter  by  directed 
thought,  without  the  application 
of  a  physical  force.  Among  them¬ 
selves  they  were  civilized  and 
courteous,  and  they  spent  much 
of  their  time  in  meditation.  But 
they  had  come  to  regard  other 
species,  and  the  one  Platonian 
who  lacked  their  unique  powers, 
as  inferior. 

The  Platonians  originally  lived 
on  a  planet  in  the  Sahndara  star 
system,  where  they  instituted  a 
mass  eugenics  program  to  breed 
in  the  qualities  of  contemplation, 
self-reliance,  and  longevity.  They 
managed  to  escape  from  their 
home  planet  before  Sahndara 
went  nova  and  traveled  to  Earth, 
arriving  sometime  before  400  BC, 
during  the  time  of  Socrates  and 
Plato.  After  the  decline  of  the 


ancient  Greeks,  the  Platonians  left 
Earth  and  came  to  their  present 
home,  which  they  named  Plato¬ 
nius.  Here,  they  had  created  a 
Utopia  modeled  on  the  Greek  civi¬ 
lization  they  so  idolized  on  Earth. 

Power  and  long  life 

Their  leader,  the  self-styled 
‘philosopher-king’  Parmen, 
referred  to  Platonians  as  “Plato’s 
children,”  though  ‘stepchildren’ 
would  probably  have  been  a  more 
appropriate  description. 

The  generation  of  Platonians 
encountered  by  the  crew  of  the 
U.S.S.  Enterprise  NCC-1701  in 
2268  numbered  only  38  in  total. 

All  had  the  appearance  of  humans 
aged  between  30  and  50, 
although  they  were  likely  to  be 
at  least  2,500  years  old,  and 
their  full  lifespan  was  unknown. 
The  Platonians  lived  communally 
in  one  large  structure  that 
contained  shared  rest  and  recre¬ 
ational  areas,  and  chambers  for 
individuals  or  couples. 

When  the  Platonians  arrived 
on  Platonius  their  food  supplies 
lasted  three  or  four  months.  But 
then  they  began  to  eat  native 
foods,  which,  unknown  to  them, 
contained  traces  of  the  element 
kironide.  Kironide  was  a  very  rare 
and  long-lasting  source  of  power 
and,  when  ingested  by  the  Plato¬ 
nians,  it  was  broken  down  and 
absorbed  by  their  bodies’  pituitary 
hormones,  which  governed 
growth.  Two  or  three  months 
after  eating  the  kironide-laced 
food,  37  of  the  Platonians  devel¬ 
oped  psychokinetic  powers. 

The  only  one  who  did  not  was 
Alexander,  who  had  a  deficiency 
of  pituitary  hormones  and  was 
unable  to  metabolize  the  kironide. 
He  was  treated  as  a  second-class 
citizen  by  the  Platonians,  and  was 


The  Platonians’  leader,  Parmen,  modeled  himself  on  the  philosophers 
and  leaders  that  were  prevalent  in  Earth’s  classical  age. 


On  Earth,  all  ancient  Greek  culture  had  been  destroyed  by  the 
23rd  century,  but  it  thrived  in  this  small  corner  of  the  Galaxy. 


The  Platonians 


94 


The  Platonians 
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The  landing  party  from  the  ENTERPRISE  were 
forced  to  wear  revealing  classical  attire. 


The  Platonians  had  no  knowledge  of  science  or 
medicine,  and  required  the  skills  of  Dr.  McCoy. 


Lt.  Uhura  and  Captain  Kirk  were  psychically 
manipulated  to  embrace  each  other  in  2268. 


cruelly  mistreated  by  his  masters. 
But  he  was  totally  powerless 
because  of  the  power  they 
wielded. 

Normally,  the  application  of 
psychokinesis  was  specifically 
focused.  However,  when  Parmen 
was  delirious  he  lost  control  of  his 
powers,  causing  statues  to  topple 
and  smaller  objects  to  fly  through 
the  air.  This  created  turbulence 
that  could  even  affect  a  starship 
in  orbit. 

Power  play 

The  Platonians  regarded  their 
powers  as  a  form  of  strength, 
conferring  upon  them  the  right  to 
do  as  they  pleased.  Parmen  said: 
“Ours  is  the  most  democratic 
society  conceivable.  Anyone  can, 
at  any  moment,  be  or  do  anything 
he  wishes,  even  becoming  ruler  of 


Platonius,  if  his  mind  is  strong 
enough.  Our  justice  is  the  will  of 
the  stronger  mind." 

In  2268  the  U.S.S.  Enterprise 
NCC-1701  received  a  distress 
call  from  a  planet  rich  in  kironide 
deposits.  Captain  Kirk,  Spock, 
and  Dr.  McCoy  beamed  down  to 
the  planet  and  were  greeted  by 
a  dwarf  called  Alexander. 

The  landing  party  was  taken 
to  meet  Parmen  and  his  wife 
Philana,  and  McCoy’s  hypospray 
was  psychokinetically  manipulated 
to  treat  Parmen’s  injured  leg. 
When  the  ruler  of  Platonius 
recovered,  he  demanded  that 
McCoy  stay,  and  to  gain  his 
compliance  Parmen  mercilessly 
tortured  his  shipmates. 

The  Platonians  held  the  landing 
party  captive,  and  to  increase 
their  entertainment  demanded 


that  Lt.  Uhura  and  Nurse  Chapel 
beam  down  to  the  planet’s 
surface.  The  Enterprise  crew 
were  forced  to  perform  like 
puppets,  but  Alexander  could 
not  bear  to  see  his  new  friends 
treated  so  badly,  and  he  rushed 
at  Parmen  with  a  knife.  His  valor 
secured  him  a  near-fatal  injury 
when  Parmen  turned  the  knife 
on  Alexander  and  stabbed  him. 

Mind  battle 

Kirk,  who  had  been  injected  by 
McCoy  with  a  dose  of  the  power- 
inducing  kironide,  eventually 
manifested  his  psychokinetic 
abilities;  he  was  now  stronger 
than  Parmen.  The  Platonian 
was  defeated  and  begged  for 
clemency,  which  Kirk  granted, 
but  he  remained  unconvinced  by 
the  Platonian’s  sincerity.  By  their 


Alexander  was  unable  to  ingest 
kironide  and  was  ruthlessly 
subjugated  for  his  inadequacy. 


own  free  will,  the  landing  party 
returned  to  the  Enterprise,  accom¬ 
panied  by  Alexander. 

The  Platonians  may  have  lived 
in  paradise,  but  through  self- 
indulgence  they  lost  any  traces 
of  their  humanity  long  ago. 


Mind  games 

The  psychokinetic  powers  of  the  Platonians  meant  that  they 
scarcely  needed  to  move,  let  alone  work.  They  enjoyed  music  and 
drama,  though  even  in  recreation  they  inclined  toward  the  cerebral, 
and  played  chess  on  a  giant  board  marked  out  on  the  floor.  The 
huge  stone  pieces  could  be  moved  psychokinetically,  but  Alexander 
was  often  forced  to  carry  them.  Continued  use  of  such  highly- 
developed  mental  powers  left  the  Platonians’  bodies  extremely 
susceptible  to  illnesses.  After  their  arrival  on  Platonius  they  did 
not  have  any  need  for  physicians  until  Parmen  scratched  his  leg 
and  developed  a  massive  infection.  Clearly,  when  living  on 
Sahndara  the  Platonians  were  advanced  enough  to  be  capable 
of  interstellar  travel,  yet  there  was  no  sign  of  machinery  on  Plato¬ 
nius  in  2268.  The  combination  of  their  telekinetic  abilities  and  their 
preferred  lifestyle  had  rendered  most  technology  obsolete,  and 
there  was  no  sign  that  they  had  tried  to  develop  their  knowledge 
of  any  of  the  sciences  since  they  had  left  their  homeworld. 


When  Parmen’s  leg 
became  infected 
the  Platonians  were 
unable  to  treat  him. 


The  Platonians  mainly 
engaged  in  cerebral 
pursuits,  such  as 
chess. 
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Trehne 


Briefing:  23rd  Century  Aliens 


In  2267  the  U.S.S.  Enterprise  NCC-1701  crew  encountered  a 
being  of  astonishing  power;  known  as  Trelane,  this  self-styled 
'squire’  was  actually  a  child  from  an  incredibly  powerful  race. 


Little  was  known  about  the 
species  to  which  Trelane 
belonged;  they  were  non- 
corporeal,  and  appeared  as 
pulsing  blue  bursts  of  energy,  but 
the  size,  nature,  and  scope  of  this 
energy  was  indeterminate.  Their 
origins,  and  the  location  of  their 
homeworld,  remained  a  mystery. 


It  was  theorized  from  the 
one  recorded  encounter  with 
a  member  of  this  race,  that 
they  formed  mating,  or  at  least 
parental,  bonds,  and  passed 
through  a  phase  of  intellectual 
and  emotional  immaturity  as 
they  developed  into  adults. 
During  this  period,  it  would 


seem  that  individuals  acquired 
the  skill  with  which  to  wield  their 
growing  power  through  experience 
For  example,  Trelane  was  allowed 
to  use  entire  planets  to  practice 
transforming  matter  into  energy, 
and  vice  versa. 

Trelane  was  considered  to  be  a 
child  by  the  standards  of  his  own 


race,  but  evidence  suggested  that 
he  was  more  than  2,000  years 
old.  He  had  watched  centuries 
of  Earth  history  go  by,  starting  at 
least  as  far  back  as  Hannibal’s 
expeditions  in  the  2nd  century 
B.C.  Studying  Earth  seemed 
to  be  one  of  his  favorite  hobbies, 
and  this  interest  was  reflected  in 
his  decision  to  model  himself  on 
an  18th-century  English  squire. 

Fascination  with  war 

‘General  Trelane,  retired,’  as 
he  called  himself,  was  especially 
fascinated  by  all  things  military. 

He  played  with  ancient  weapons, 
which  included  a  replica  of  the 
pistols  that  were  used  in  Aaron 
Burr’s  1795  duel  with  Alexander 
Hamilton.  The  curious  alien  entity 
also  admired  Napoleon;  in  his 
drawing  room  he  proudly  displayed 
an  array  of  battle  flags  and 
replicas  of  pennants. 

Many  of  Trelane’s  games 
seemed  to  be  an  attempt  by 
him  to  experience  violent  emotion, 
something  he  appeared  to  find 
exhilarating  but  difficult  to 
achieve.  It  may  have  been 
that  human  emotions  were 
a  completely  alien  concept  to 
his  species. 

In  2267  Trelane  kidnapped 
members  of  the  U.S.S.  Enterprise 
NCC-1701  crew  in  order  to  use 
them  as  playthings.  Irked  by  the 
fact  that  the  landing  party  was 
able  to  escape  back  to  the 
Enterprise ,  he  put  Captain  James 
T.  Kirk  through  a  mock  trial,  and 
became  enraged  when  the  captain 
refused  to  play  along  with  his 
potentially  damaging  game. 

The  pair  had  a  heated  argu¬ 
ment,  after  which  Trelane  was 


Trelane  welcomed  the  ENTERPRISE  using  Kirk  and  Sulu  were  taken  by  Trelane  to  be  used  The  self-proclaimed  Squire  of  Gothos  wore 

language  derived  from  Earth’s  past.  as  further  additions  to  his  vast  collection.  apparel  common  to  the  18th  century  on  Earth. 


96 


HbHMHHhH 


Tnelane 


Trelane  was  a  near-omnipotent  being,  but  he  exercised  his  powers 
whimsically,  and  without  any  regard  for  the  welfare  of  other  life  forms. 


elated;  his  experiment  had 
been  successful,  as  he  had 
experienced  genuine  rage  for  the 
first  time.  Trelane  was  virtually  all- 
powerful  himself,  but  he  appeared 
to  find  delight  in  the  complexity 
and  variety  of  the  human 
emotions  he  was  observing. 

Kirk  offered  himself  as  quarry, 
in  exchange  for  Trelane  releasing 
his  control  of  the  Enterprise.  But 
Trelane  became  so  enamored  of 
the  hunt  that  he  happily  contem¬ 
plated  reneging  on  the  deal  and 
hunting  down  the  entire  crew  - 
until  his  parents  intervened. 
Trelane’s  species  clearly  viewed 
humans  as  little  more  than  pets, 
but  they  also  acknowledged  their 
sentience,  after  a  fashion,  and 
would  not  tolerate  their  abuse. 
Scolding  Trelane  for  his  mistreat¬ 
ment  of  Kirk,  one  of  his  parents 
told  him,  “They’re  beings,  Trelane. 
They  have  spirit.  They're  supe¬ 
rior.  ” 

Dangerous  games 

Trelane’s  playgrounds  were 
entire  planets,  created  by  him. 

His  parents  rarely  allowed  him  to 
keep  these  worlds,  but  they  did 
promise  him  that  he  could  keep 
Gothos,  where  he  played  out  his 
Earth  fantasies. 

Gothos  was  not,  however,  an 
exact  replica  of  Earth;  the  Enter¬ 
prise  crew  members  were  invited 
to  a  banquet,  where  the  food  and 


wine  had  no  taste,  and  the  fire 
in  the  squire’s  castle  gave  off  no 
heat.  The  scenario  was  super¬ 
ficial.  This  could  indicate  that 
Trelane  had  simply  not  taken 
the  care  to  observe  and  mimic 
these  finer  details,  or  that  these 
features  were  not  considered 
because  his  species  had  no 
concept  of  sensations  such 
as  taste  and  touch. 

There  was  no  denying  that 
Trelane  was  powerful,  however. 
Gothos,  for  example,  was  inca¬ 
pable  of  sustaining  human  life; 


it  was  an  iron-silica  world  with  a 
hostile  environment.  It  had  a  hot, 
toxic  atmosphere,  no  soil  or  vege¬ 
tation,  and  was  deadly  to  all 
known  forms  of  life.  The  surface 
experienced  continuous  volcanic 
eruptions,  and  violent  storms. 

Unreal  world 

Trelane  had  enough  power  to 
generate  a  small  area  with  an 
Earth-like  atmosphere  and  the 
appearance  of  vegetation,  and 
in  this  oasis  he  created  a  curious 
dwelling.  The  exterior  appeared  to 


be  a  gothic  castle,  and  inside 
was  an  18th-century  drawing 
room,  complete  with  a  harpsi¬ 
chord  and  other  period  trappings. 
It  also  contained  specimens  from 
other  worlds,  including  a  unique 
M-113  creature. 

Trelane  had  the  ability  to  move 
Gothos  around  as  nimbly  as  an 
expert  pilot  could  maneuver  a 
shuttlecraft.  But  his  power  did 
have  its  limitations;  in  order  to 
keep  his  dwelling  and  all  its 
accoutrements  running  smoothly, 
Trelane  had  to  build  a  machine. 

The  ancient  child 

Trelane  was  a  child,  and  as 
such  he  was  prone  to  emotional 
tantrums,  which  made  him 
dangerous.  To  members  of  his 
own  race  he  was  no  threat,  but  to 
humans,  and  other  less  powerful 
species,  his  power  and  emotional 
immaturity  could  prove  a  lethal 
combination.  Trelane  exhibited 
what  First  Officer  Spock  described 
as  an  “intellect  without  discipline, 
power  without  constructive 
purpose.” 

Trelane’s  parents  considered 
their  child  cruel.  They  would  not 
have  allowed  him  to  intercept  the 
Enterprise  had  they  realized  how 
vulnerable  humans  would  be  to 
Trelane’s  power,  and  they  did 
everything  they  could  to  insure 
that  no  lasting  harm  was  caused 
to  the  ship  or  the  crew. 


The  measure  of  a  man 

When  the  U.S.S.  Enterprise  NCC-1 701  encountered 
Trelane,  the  result  was  ultimately  a  trial  of  mankind, 
with  Captain  Kirk  as  the  defendant  of  humanity. 


Almost  100  years  later,  the  U.S.S  Enterprise 
NCC-1 701 -D  encountered  another  all-powerful 
entity  called  Q.  Captain  Picard,  like  Kirk  before 
him,  stood  trial  for  humanity’s  crimes;  both  judges 
leveled  the  accusation  that  human  beings  were  a 
savage  species. 


Trelane  enjoyed  playing  the  role  of  judge 
in  an  18th-century  court. 


Captain  Kirk  was  held  accountable  for  the 
crimes  perpetrated  by  the  human  race. 


Q  leveled  the  same  charges  against  Captain 
Picard  that  Trelane  had  against  Kirk  in  2267. 
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Briefing:  23rd  Century  Aliens 


Consumed  by  a  racial  hatred  for 
each  other,  Bele  and  Lokai,  the  hunter 
and  the  hunted,  carried  their  war  across 
the  Galaxy  for  50,000  years,  until 
they  contacted  the  crew  of  the 
U.S.S.  Enterprise  NCC-1 701. 


Bele  and  Lokai  were  natives 
of  the  planet  Cheron.  Both 
were  white  on  one  side  of  the 
body  and  black  on  the  other, 
but  on  the  opposite  sides.  In  the 
eyes  of  the  U.S.S.  Enterprise 
NCC-1701  crew  they  seemed 
remarkably  similar,  but  in  their 
own  minds  they  couldn’t  be 
more  different. 

Bele  was  the  chief  officer  of  the 
Commission  on  Political  Traitors, 
charged  with  bringing  Cheron  crim¬ 
inals  back  to  their  home  planet. 

By  the  late  23rd  century,  Bele  had 
been  pursuing  Lokai  across  the 
Galaxy  for  50,000  years  -  indi¬ 
cating  that  the  Cherons  had  a 
lifespan  considerably  greater 
than  humans. 


Nemesis 

According  to  Bele,  Lokai  was 
a  political  agitator  who  was  tried 
and  convicted  of  treason.  He 
also  claimed  that  Lokai  had 
been  responsible  for  the  deaths 
of  thousands.  Lokaj,  however, 
maintained  his 
innocence  and 
claimed  that  he 
was  a  freedom 
fighter  who  had 
done  nothing 
but  fight 
oppression 
on  Cheron. 

In  2269 
Lokai  was 
found  by  the 
crew  of  the 

Bele  pursued 
Lokai  across  the 
Galaxy ,  and  was 
vociferous  about  his 
enemy’s  racial  degen¬ 
eracy.  He  used  his 
psychic  powers  to  control 
the  ENTERPRISE. 


Amazing  powers 

When  Bele  commandeered 
the  Enterprise,  using  the  force 
of  his  will  to  control  its  course, 
Captain  Kirk  learned  that  the 
Cherons  had  some  unusual 
supernatural  abilities. 

Of  the  two,  Bele 
appeared  more 
powerful:  he  was 
not  only  able  to 
control  a  starship 
using  the  power 
of  thought 
alone,  but  he 
later  burned 
out  some  of 
the  ship’s 
circuits  using 
a  beam  that  he 
projected  from 
his  hands. 

Both  were 
protected  by 
shields, 


As  soon  as  Bele  and  Lokai  were  reunited  in  2269,  they  resumed  the 
battle  that  had  become  their  existence  over  the  last  few  millennia. 


Lokai  claimed  to  be  fighting  the  injustices  of  his  homeworld,  but  he 
seemed  more  interested  in  his  personal  struggle  than  that  of  his  people. 


Enterprise.  He  was  traveling  in 
a  Federation  shuttlecraft,  which 
he  had  taken  from  Starbase  4. 
The  shuttlecraft  was  failing,  and 
Lokai’s  life  was  in  danger,  but 
with  a  little  treatment  from  Dr. 
McCoy  he  quickly  recovered. 

Lokai  was  soon  followed  by 
Bele,  who  had  been  pursuing 
him  in  an  invisible  ship  that 
collapsed  just  as  Bele  appeared 
on  the  Enterprise  bridge.  It  soon 
became  apparent  that  Bele  and 
Lokai  knew  and  disliked  each 
another,  but  their  hatred  seemed 
to  bind  them  together.  It  was  not 
clear  whether  they  had  always 
hated  one  another,  or  whether 
50,000  years  of  conflict  had 
driven  them  to  the  point  of 
insanity. 


Bele  and  Lokai  looked  similar,  but  a  minor  difference  in  their  coloring 
was  enough  to  breed  a  racial  intolerance  that  spanned  the  Galaxy. 


Be  e  and  lokai 
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Lokai  tried  to  enlist  the  captain’s  help  against 
Bele  by  telling  him  of  the  brutal  manner  in 
which  his  people  on  Cheron  were  subjugated. 


The  ENTERPRISE  was  on  a  mission  to  the  planet 
Ariannus  when  the  ship  was  waylaid  by  their 
encounter  with  Lokai  and  a  stolen  shuttle. 


Bele  and  Lokai  possessed  personal  shielding, 
which  prevented  the  ENTERPRISE  crew  from 
ejecting  them  from  the  bridge  of  the  ship. 


which  seemed  to  produce  bright 
white  energy  fields.  When  the  two 
fought,  similar  fields  appeared, 
and  the  feedback  was  so  strong 
that  it  was  in  danger  of  destroying 
the  Enterprise. 

Kirk  managed  to  regain  control 
of  the  U.S.S.  Enterprise  by  threat¬ 
ening  to  use  the  self-destruct 
mechanism.  It  seemed  that  Bele’s 
powers  were  unable  to  influence 
the  ship’s  computers  or  this  bluff 
would  not  have  been  as  effective 
as  it  proved  to  be.  As  the  ship 
returned  to  their  previous  course, 
Kirk  and  his  crew  had  a  chance 
to  learn  more  about  their 
passengers. 

Bele  was  confident  and  at 
least  superficially  reasonable. 

He  was  at  home  with  the  senior 
staff,  and  expected  the  authorities 
to  support  his  position.  He  was 
also  an  unashamed  racist.  To 
him,  Lokai  was  visibly  inferior, 
since  he  was  white  -  and  not 


black  -  on  the  right  side  of  his 
body.  He  believed  that  Lokai  was 
incapable  of  self-discipline,  but 
the  evidence  suggested  that 


both  Cherons  resorted  to  violence 
with  little  provocation. 

In  contrast,  Lokai  was  most  at 
home  with  the  crew.  He  spent  his 


time  trying  to  enlist  their  support, 
telling  them  of  the  suffering  of  his 
people,  whom  he  claimed  were 
enslaved  by  Bele’s  race  and 
forced  to  fight  wars  on  alien 
planets. 

Endless  war 

As  soon  as  the  opportunity 
arose,  Bele  burned  out  the  Enter¬ 
prise’s  guidance  and  self-destruct 
systems  and  used  his  powers  to 
take  the  Enterprise  to  Cheron, 
where,  he  boasted,  Lokai’s  kind 
were  penned  into  little  districts. 

When  the  Enterprise  arrived 
at  Cheron  it  became  obvious 
that  deep  divisions  in  Cheron 
society  had  led  to  a  terrible  war, 
which  had  killed  everyone  on  the 
planet.  Learning  nothing  from 
the  mistakes  of  their  race,  Bele 
and  Lokai  beamed  down  to  the 
surface,  determined  to  continue 
their  private  version  of  the  war 
that  had  destroyed  their  people. 


The  shockwaves  produced  by  the  conflict  between  Bele  and  Lokai  were 
so  powerful  that  they  threatened  the  safety  of  the  ENTERPRISE. 


When  Lokai  was  brought  aboard  the  ENTERPRISE  he  was  close  to  death, 
and  Spock  and  Captain  Kirk  speculated  about  this  new  life  form. 
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The  Excalbians  have  extremely  unusual  physiology,  with  small  disks 
on  their  ‘heads’  that  illuminate  when  they  communicate. 


In  a  flash  of  lights  and  mist,  the  Excalbians  can  change  from  what 
appears  to  be  a  normal  rock  into  a  humanoid-like  form. 
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The  Excalbians  are  sentient,  rock-based 
life  forms  who  in  2269  used  their 
impressive  illusionary  powers  to  lure 
other  species  to  their  homeworld  in  order 
to  learn  more  about  their  values. 


Yarnek  appeared  to 
be  made  out  , 
of  the  very 
rock  that  MmK 

was  on  the  fiHMI 
surface  of  V 
the  demon-  H 
class 

planet.  •  l 


Kirk,  Spock,  Abraham  Lincoln,  and  Surak  were  all  gathered  by  Yarnek  so 
that  he  could  conduct  an  experiment  in  the  concepts  of  good  and  evil. 


In  2269  the  crew  of  the  U.S.S. 
Enterprise  NCC-1 701  were 
surveying  what  appeared  to  be 
a  lifeless  demon-class  world 
when  they  were  scanned  by  a 
powerful  energy  source  coming 
from  the  planet  surface.  The 
Enterprise  detected  the  existence 
of  carbon  cycle  life  forms,  but, 
given  that  the  surface  was 
covered  in  molten  lava  and  the 
atmosphere  was  poisonous,  this 
should  have  been  impossible. 

A  glowing  figure  who  claimed 
to  be  Abraham  Lincoln  then 
appeared  floating  in  space  and 
contacted  the  Enterprise.  When 
the  being  beamed  over  to  the 
ship  scans  revealed  it  to  be  fully 
human,  and  he  persuaded  Spock 
and  Kirk  to  travel  with  him  to  the 
surface  of  the  nearby  planet.  This 
marked  Starfleet’s  first  encounter 
with  the  Excalbians. 


Sinister  science 

Excalbians  are 
composed  of  rock, 
or  cooling  lava, 
and  are  hot  to 
the  touch.  They 
have  two  forms 
of  appearance: 


they  can  look  like  ordinary,  immo¬ 
bile  rocks  or  they  can  change  into 
an  almost  humanoid  form,  with 
claw-like  appendages  for  arms 
and  what  could  be  described  as 
short  legs.  Their  most  distinctive 
features  are  several  circles  of 
light  on  their  ‘heads,’  that  glow 
intensely  when  they  speak. 


Powerful  scientist 

One  member  of  their  race 
was  a  scientist  named  Yarnek, 
who  was  conducting  behavioral 
experiments  on  passing  aliens. 
He  possessed  considerable 
powers,  and  it  was  within  the 
scope  of  his  abilities  to  create 
an  isolated  Class-M  environment 
in  the  middle  of  the  surface  of  a 
previously  uninhabitable  world  in 
a  matter  of  seconds. 

Yarnek  also  displayed  a  talent 
for  manipulating  alien  technology, 
as  he  took  control  of  the  Enter¬ 
prise,  and  relieved  Kirk  and 

Spock  of  their  weapons 
when  they  beamed 
down  to  the  planet. 
Perhaps  Yarnek’s 
most  impressive 
power  was  his 
ability  to  recreate 


Die  Excalbians 


The  Excalbians 
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Yarnek  sat  and  watched  as  the  protagonists  Yarnek  created  replicas  of  famous  ‘good’  men  from  The  side  representing  evil  consisted  of 

in  his  experiment  fought  each  other.  history,  including  Surak,  the  father  of  Vulcan  philosophy.  Ghengis  Khan,  Green,  Zora,  and  Kahless. 


lifelike  versions  of  historical 
figures  from  various  worlds.  These 
recreations  were  also  gifted  with 
extreme  adaptability  and  a  famil¬ 
iarity  with  events  that  had 
transpired  after  their  deaths. 

History  renewed 

Among  those  he  reanimated 
were  Abraham  Lincoln,  Surak,  the 
founding  father  of  Vulcan  philos¬ 
ophy,  Colonel  Green,  a  21st- 
century  soldier  who  committed 
genocide,  Ghengis  Khan,  Zora,  a 
scientist  who  conducted  cruel 
experiments  on  the  living  beings 
of  Tiburon,  and  Kahless,  the  noto¬ 
rious  Klingon  warrior. 

Each  figure  personified  either 
good  or  evil,  and  it  was  Yarnek’s 
intent  to  learn  more  about  these 
opposing  values,  as  his  race 
was  so  different  that  they  did 


not  possess  these  concepts,  and 
they  operated  entirely  outside 
of  a  moral  framework.  By  forcing 
his  real  and  recreated  participants 
to  battle  one  another  in  a  fight  for 
survival,  he  hoped  to  observe  the 
difference  between  good  and  evil 
and  gain  a  greater  understanding 
of  them.  Somewhat  perversely, 
he  believed  he  had  bestowed  an 
honor  upon  Kirk  and  Spock  by 
letting  them  endanger  their  lives 
for  the  good  of  his  scientific 
research. 

Reluctant  participants 

Yarnek  believed  his  treatment 
of  his  lab  rats  continued  to  be 
reasonable  and  courteous,  and 
he  could  not  understand  their 
reluctance  to  cooperate;  this 
was  an  opportunity  for  them  to 
help  him  and  his  people  expand 


their  learning  and  understanding 
of  the  Galaxy. 

When  the  Enterprise  officers 
refused  to  fight  Yarnek  froze  the 
Enterprise’s  engines,  starting  an 
irreversible  breakdown  of  the 
matter-antimatter  shielding.  Kirk 
and  Spock  were  told  that  if  they 
did  not  fight  -  and  win  within  four 
hours  -  the  Enterprise  would 
explode,  killing  the  entire  crew. 

Inconclusive  results 

The  battle  began,  with  Green 
leading  an  attack,  but  Kirk’s  party 
fought  them  off.  Surak  told  Kirk 
that  he  would  attempt  to  make 
peace,  but  later  Kirk  and  Spock 
heard  the  Vulcan  scream  for  help. 


Power  abused 


Yarnek  is  not  the  only  powerful  alien  to  conduct 
experiments  on  humans  as  a  way  of  attaining  a 
greater  understanding  of  their  beliefs;  his  methods 
were  similar  to  those  of  Q,  who  had  several  encounters 
with  Starfleet  in  order  to  learn  more  about  humanity. 

Another  species  that  wanted  to  know  more  about  humans 
was  a  race  of  telepaths  who  kidnapped  Captain  Picard  in 
2366,  along  with  individuals  from  the  Chalnoth  and  Mizarian 
races  in  the  hope  of  learning  more  about  the  nature  of  authority, 
a  concept  that  was  totally  unfamiliar  to  them.  There  have  also 
been  several  other  races  who  tormented  Captain  Kirk’s  crew  with 
illusions,  including  the  Talosians,  who  needed  a  race  to  serve  as 
their  slaves,  and  the  Melkotians,  who  recreated  the  gunfight  at 
the  OK  Corral  in  order  to  kill  the  intruding  landing  party. 


The  omnipotent 
being  Q  took  an 
interest  in  the 
affairs  of  several 
Starfleet  captains, 
including  Picard. 


Whatever  constituted  Yarnek’s 
epidermis  was  incredibly  hot,  and 
it  forced  those  nearby  to  recoil. 

While  trying  to  rescue  Surak  - 
who  was  already  dead  -  Lincoln 
was  also  killed,  but  Kirk  finally 
defeated  Green  and  his  cohorts. 

In  the  end,  Yarnek  was  disap¬ 
pointed  with  his  experiment; 
good  prevailed  because  evil 
retreated  when  confronted 
with  force,  but  he  failed  to 
see  any  other  difference 
between  the  philoso¬ 
phies.  He  did  not  truly 
recognize  the  importance 
that  good  -  Kirk,  Spock, 
Lincoln,  and  Surak  - 
fought  for  lives,  while 
evil  fought  for  power. 

Yarnek  remained  unrepen¬ 
tant  in  his  treatment  of  his 
subjects.  He  believed  he  had  the 
right  to  hand  out  life  and  death, 
because,  like  the  Starfleet 
explorers  before  him,  he  had  “the 
need  to  know  new  things.”  And  he 
warned  that  in  the  pursuit  of 
knowledge  he  would  place  other 
cultures  into  the  same  situation 
as  he  had  with  Kirk  and  his  crew. 
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Activision:  New  Games 


In  the  next  few  months  Activision  plan  to  release  two  new 
computer  games  that  will  bring  gamers  right  up  to  date  in  the  STAR  TREK: 
THE  NEXT  GENERATION  universe.  Both  games  are  sequels  to  proven  hits. 


Activision  is  now  in  a  unique  position; 
following  the  release  of  Interplay’s 
final  STAR  TREK  title,  ‘STAR  TREK: 
Starfleet  Command  Orion  Pirates,’  the 
company  is  now  the  sole  licensee  for 
STAR  TREK  computer  gaming.  Their  plans 
for  the  future  include  sequels  to  two  of  the 
franchise’s  most  popular  games,  which  they 
now  plan  to  bring  into  the  STAR  TREK:  THE 
NEXT  GENERATION  universe. 

Two  years  ago,  Activision  made  an  enor¬ 
mous  impact  with  the  release  of  ‘STAR  TREK: 
VOYAGER  -  Elite  Force,’  a  first-person  action- 
adventure  title  based  on  the  popular  Quake 
III  Arena  software  engine.  The  game  cast  the 
player  as  Ensign  Munro,  a  member 
of  Voyager’s  Hazard  Team  under  Tuvok’s 
command.  Along  with  a  PlayStation  2  conver¬ 
sion,  Elite  Force  was  followed  a  year  later  with 
an  Expansion  Pack  that  featured  Captain 
Proton  scenarios  and  a  ’Virtual  Voyager’  tour. 
Both  disks  have  been  recently  re-released  in  a 
double-pack  edition,  but  for  2003  Activision 
and  developer  Ritual  Entertainment  are 
preparing  ‘STAR  TREK  Elite  Force  II,’  a 
bigger  and  better  sequel  to  the  fast-paced 
original. 

Back  to  the  Alpha  Quadrant 

As  producer  Doug  Pearson  explains,  the 
sequel  brings  the  gamer  home  from  the  Delta 
Quadrant  and  introduces  them  to  some 
familiar  characters.  “The  game  starts  off 
at  the  very  end  of  STAR  TREK:  VOYAGER , 
during  the  final  episode,  ‘Endgame.’  What 
you  learn  at  the  beginning  of  ‘Elite  Force  II’ 
is  exactly  how  Voyager  destroys  the  Borg  sphere 
that  chases  them  down  the  transwarp  conduit 
to  the  Alpha  Quadrant.  We  explain  that  as  the 
Hazard  Team  are  beaming  aboard  the  sphere 
and  shutting  down  the  Borg’s  ability  to  tractor 
Voyager  before  planting  some  charges  to  blow 
it  up.” 

After  this  dramatic  opening,  the  Hazard 
Team  characters  return  to  Earth,  along  with 
the  rest  of  the  Voyager  crew,  and  are  reassigned 
to  new  missions  by  Starfleet.  “Your  crew  gets 


STAR  TREK:  Elite  Force  II  is  planned  for  a  first-quarter  release  in  2003  on  the  PC  platform , 
and  STAR  TREK  Starfleet  Command:  The  Next  Generation  is  due  at  the  end  of  2002;  esti¬ 
mated  specifications  for  both  games  are  a  Pll  350  with  a  16MB  video  card  and  64MB  RAM. 
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with  some  new  aliens  we’ve  created.” 

The  game  features  several  new  environ¬ 
ments,  both  indoor  and  outdoor,  and  care  has 
been  taken  to  enhance  the  look  and  feel  of  the 
various  levels.  For  example,  in  the  opening 
Borg  sphere  mission  the  gloomy  interiors  now 
feature  translucent  color  effects  and  ‘sheet’ 
lighting  on  plasma  conduits  and  energy  fields. 
Exterior  environments  include  a  rocky  alien 
planet  with  a  Nevada  desert-style  landscape, 
a  ruined  city,  and  a  misty  marsh  populated 
by  threatening  aquatic  dinosaurs. 

“We’re  using  an  advanced,  overhauled 
version  of  the  Quake  III  Arena  engine,  and 
one  of  the  things  it  allows  us  to  do  is  large, 
open-air  environments.  We  have  the  Starfleet 
Academy  campus,  and  we  have  levels  where 
you’re  walking  on  the  outside  of  ships.” 


The  first  mission  in  ‘Elite  Force  II’  sends  the  Hazard  Team  inside  the  Borg  sphere  that 
brings  VOYAGER  back  to  Earth ,  with  orders  to  destroy  it. 


broken  up  once  you  get  home,”  Doug  says. 

“As  the  character  of  Ensign  Munro,  you’re 
assigned  to  Starfleet  Academy  to  teach 
tactics  and  training.”  However,  a  chance 
meeting  with  Captain  Jean-Luc  Picard  leads 
to  a  reformation  of  the  Hazard  Team,  and  a 
new  posting  under  Picard’s  command  on  the 
U.S.S.  Enterprise  JVCC-1 701  -E. 

“There  will  be  some  returning  characters 
from  Voyager’s  crew  in  the  game  and  several 
returning  characters  from  the  Hazard  Team. 
We’ll  also  be  bringing  new  characters  into  the 
game  —  some  from  existing  STAR  TREK  lore.” 
Doug  adds  that  ‘Elite  Force  II’  is  set  after  the 
events  of  STAR  TREK  NEMESIS,  and  that  it 
will  be  influenced  by  events  in  the  movie. 


“The  Enterprise  goes  on  a  series  of  missions, 
one  of  which  has  the  Hazard  Team  boarding 
a  derelict  Federation  vessel.  On  board  you 
find  that  a  race  of  aliens  has  killed  the  crew, 
and  from  there  you  track  them  to  a  space 
station  and  then  down  to  a  planet.”  These 
new,  as-yet  unnamed  enemies  have  a  unique 
organic  technology.  “They  have  ‘creature 
creation’  devices  that  allow  them  to  breed 
animals  to  help  in  mining  or  repair,  but  some 
of  the  beasts  have  gone  wild.” 

As  the  missions  unfold,  these  apparently 
random  incidents  become  linked,  leading  to 
evidence  of  a  conspiracy  and  a  Romulan 
connection.  “We  have  tie-ins  with  Klingons, 
Romulans,  and  Ferengi  during  the  story,  along 


Animated  characters 

Characters  encountered  in  the  game  feature 
advanced  facial  animations  that  show  their 
moods,  as  well  as  lip-synching  dialogue.  “They 
can  wink  and  that  sort  of  thing!”  Sound  also 
adds  a  great  deal  to  the  atmosphere.  “We  have 
dynamic  music  in  this  game,”  Doug  points 
out.  “The  soundtrack  will  change  depending 
on  where  you  are  or  what  you  are  doing.” 

In  addition  to  the  standard  complement 
of  weapons  -  which,  like  many  of  the  game’s 
components,  have  been  remodeled  with  new, 
high-resolution  graphics  -  ‘Elite  Force  II’  adds 
a  tricorder  to  the  player’s  kit.  “At  certain  times 
you’ll  need  to  track  down  a  person  or  an 
object  on  the  map  with  it,  and  the  tricorder 
will  also  perform  other  tasks  as  well.”  Starfleet 
armaments  include  the  hand  phaser,  phaser 


The  developers  have  taken  advantage  of  advances  in  technology  to  make  ‘Elite  Force  II’  even  more  realistic  than  its  predecessor. 
The  environments  are  more  atmospheric;  the  weapons  are  more  detailed;  and  the  characters  have  more  facial  expressions. 
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rifle,  and  anti-Borg  Infinity  Modulator  from 
the  first  game,  along  with  new  gear  such  as  an 
assault  rifle  and  some  as-yet  unrevealed  hard¬ 
ware;  however,  Doug  is  quick  to  point  out  that 
some  elements  of  the  game  can  also  be  played 
with  a  minimum  of  gunfire,  if  players  want  to 
try  a  more  peaceful  approach.  “We’ve  given 
you  the  option  where  you  can  choose  not  to 
jump  straight  into  combat.”  One  of  the  criti¬ 
cisms  levelled  at  the  original  ‘Elite  Force’  was 
that  many  players  felt  the  plot  line  was  too 
short,  and  Doug  promises  that  ‘Elite  Force  II’ 
will  address  that  concern  fully.  “One  of  our 
main  goals  is  to  make  this  a  much  bigger 
game,  larger  in  scope,  with  a  longer-lasting 
play  experience.” 

A  new  era 

But  before  ‘Elite  Force  IE  arrives,  in  2003, 
Activision  plans  to  release  another  title  that 
follows  on  from  Interplay’s  hit  ‘Starfleet 
Command’  series  of  games.  Teaming  up  with 
development  studio  Taldren,  Activision  hopes 
to  have  'STAR  TREK  Starfleet  Command  3’  in 
stores  by  the  end  of  the  year.  Taldren’s  design 
team  previously  worked  on  ‘Starfleet 
Command  II:  Empires  at  War’  and  ‘Starfleet 
Command:  Orion  Pirates,’  so  they  were  well 
equipped  to  take  the  game  mechanics  of  this 
popular  series  from  the  ‘classic’  STAR  TREK 
era  into  the  later  years  of  Captain  Picard. 

Associate  producer  Dan  Hagerty  gives  us 
a  sneak  peek  at  this  new  incarnation  of  the 


The  story  of  ‘Starfleet  Command:  The  Next  Generation’  revolves  around  the  Romu Ians’ 
attempt  to  prevent  the  Federation  and  the  Klingons  from  cementing  their  alliance  by 
building  a  new  starbase  called  Unity  One. 


Starfleet  Command  gameworld.  “We’re 
taking  the  proven  gameplay  and  setting  it  in 
the  STAR  TREK:  THE  NEXT  GENERATION 
universe.  The  playable  races  in  the  game  are 
Klingon,  Romulan,  Federation,  and  Borg,  and 
we’ve  got  a  single-player  campaign  that 
centers  around  the  three  main  races.” 


Dan  goes  on  to  sketch  a  brief  background 
to  the  game’s  story.  “Times  are  good  for  the 
Klingons  and  the  Federation,  and  the  two 
races  want  to  solidify  their  alliance  by  building 
a  joint  starbase  called  Unity  One,  dedicated  to 
peace  and  diplomacy  -  but  the  base  also  has  a 
secret  purpose.”  Ecjuipped  with  a  long-range 
cloaking  device  detector,  the  station  is  being 
positioned  near  the  Romulan  Neutral  Zone 
to  keep  a  watch  on  the  Empire.  “The  Rornu- 
lans  get  wind  of  this,  and  seek  to  drive  a 
wedge  between  the  Klingons  and  the  Federa¬ 
tion,  and  undermine  the  construction  of  the 
base  with  destructive  consequences.” 

Klingon  warrior 

The  game  starts  with  the  player  taking 
on  the  role  of  a  young  Klingon  officer 
whose  older  brother  is  chief  of  security  for 
the  Unity  One  construction  site.  “The  first 
campaign  is  set  up  for  people  who  are  new 
to  the  game,  and  as  you  play  through  you 
encounter  a  bit  of  a  mystery.  Next,  in  the 
Romulan  campaign  you  play  from  their  side 
of  things,  and  finally,  as  the  Federation,  you 
conclude  the  story.  We’re  starting  with  the 
Klingons  because  the  Federation  always  seems 
to  get  all  the  glory!  Putting  them  at  the  end 
also  encapsulates  what  the  Federation  stands 
for  -  resolving  problems  and  conflicts  - 
because,  by  the  end  of  the  Romulan 
campaign,  things  are  pretty  bad!” 

Like  ‘Elite  Force  II,’  ‘Starfleet  Command  3’ 


There  are  plenty 
of  opportunities 
for  combat  in 
‘Elite  Force  II,  ’ 
but  players  can 
also  adopt  a 
more  peaceful 
approach. 
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Authentic  feel 

Dan  adds  that  the  development  team’s  main 
goal  has  been  to  make  the  game  as  STAR 
TREK-\\ke  as  possible.  “One  of  the  new  addi¬ 
tions  to  the  game  is  a  hailing  system,”  he  says. 
“You  can  use  this  to  control  your  wingmen  in 
a  formation  or  to  contact  other  ships.”  This 
pull-down  menu  means  players  can  concen¬ 
trate  on  their  own  vessel  and  let  their  cohorts 
fly  themselves  instead  of  micromanaging  two 
or  three  starships  in  the  heat  of  battle.  “The 
hailing  system  also  acts  like  a  roleplaying 
game  element,  where  you’ll  have  three  or 
four  choices  of  things  you  want  to  say.” 

He  continues,  “We’ve  increased  the  realism, 
with  location-based  damage  and  other  graphic 
enhancements  like  volumetric  gas  clouds  and 
animated  nebulae  but  the  big  new  thing  for 
this  game  is  the  ability  to  fully  customize  your 
ship.  This  is  something  STAR  TREK gamers 
have  never  had  the  ability  to  do  —  shields, 
weapons,  hull  systems,  bridge  systems,  and 
engines  can  all  be  altered.  You  can  go  in  and 
upgrade  systems  with  a  cost  based  on  prestige 
points  you  earn  from  your  rank,  but  with  a 
limit  placed  on  your  total  mass.” 

The  game  also  allows  starship  captains  to 
train  and  choose  a  bridge  crew  of  individual 
officers  that  will  improve  with  each  successful 
sortie.  “We’ve  given  players  a  lot  of  options 
to  create  a  ship  and  a  crew  based  on  their 
individual  gaming  style.”  ^ 


‘Starfleet  Command  3’  uses  the  same  basic  interface  as  the  previous  versions  of  the 
game,  but  everything  has  been  updated  to  the  STAR  TREK:  THE  NEXT  GENERATION  era. 


will  tie  into  STAR  TREK  NEMESIS,  but  it  will 
be  set  prior  to  the  movie’s  storyline.  The  game 
narrative  also  borrows  story  elements  - 
namely  a  holographic  masking  technology  - 
from  Activision’s  previous  game,  'STAR  TREK 
Away  Team.’  Dan  says,  “The  Romulans  have 
stolen  this  from  the  Federation,  and  this  is 
how  they  sow  the  seeds  of  chaos  in  the  game: 
by  masking  themselves  as  Starfleet  ships  and 
attacking  the  Klingons,  and  imitating  Klingon 
ships  to  attack  the  Federation.” 

Familiar  races 

The  earlier  ‘Starfleet  Command’  games 
featured  a  number  of  races  from  outside  the 
traditional  STAR  TREK  universe,  but  ‘Starfleet 
Command  3’  concentrates  solely  on  its  four 
key  powers;  however,  the  game  retains  many 
of  the  other  elements  that  made  the  Interplay 
series  a  hit,  such  as  the  mouse-operated  icon- 
driven  control  system.  “We’ve  made  the 
interface  generic  for  each  race,  with  some 
subtle  cues,  because  we  want  people  to  be  as 
comfortable  as  possible  with  these  controls. 
Dan  notes  that  the  main  command  screens, 
such  as  the  galactic  map  grid,  will  be  re¬ 
designed  to  be  less  information-dense  and 
more  user-friendly. 

In  ‘Starfleet  Command  II:  Empires  at  War, 
players  often  spent  a  lot  of  time  playing 


randomly-generated  missions  between  story- 
based  scenarios,  but  Dan  says  that  ‘Starfleet 
Command  3’  will  work  more  toward  guiding 
players  into  the  main  narrative.  “The  single¬ 
player  campaign  will  direct  you  through  the 
story;  the  multiplayer  game  has  a  whole  new 
AI  mechanic  that  can  join  up  ships  into  fleets 
so  they  fight  as  a  group.  Before,  the  enemy 
ships  would  fly  around  looking  for  trouble,  but 
now  they  will  have  goals  like  ‘take  over  this 
sector’  or  ‘supply  this  starbase.’”  In  the  multi¬ 
player  environment,  strategy  and  tactics  are 
the  heart  of  the  gameplay. 

Visually,  ‘Starfleet  Command  3’ closely 


resembles  its  predecessors,  with  a  gameworld 
of  starships,  planets,  and  other  stellar  objects 
on  a  flat  playing  field,  but  all-new  starship 
models  and  weapons  effects  have  updated  the 
environment  into  the  2370’s.  “We’ve  revised  a 
lot  of  the  ways  the  game  system  operates.  The 
other  versions  of  ‘Starfleet  Command’  were 
very  close  to  the  original  ‘Starfleet  Battles’ 
board  game,  but  we’re  taking  away  rules  that 
get  in  the  way  of  simple  gameplay.” 


‘Starfleet  Command  3’ s’  skirmish 
mode  offers  the  gamer  the  chance 


to  take  command  of  Borg  ships.  i 
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Ricardo  Delgado 
Features:  The  Real  Starship 
Enterprise,  ‘STAR  TREK:  DEEP 
SPACE  NINE  -  The  Fallen,’  Liquid 
Nitrogen:  STAR  TREK’s  Visual 
Effects  Secret,  STAR  TREK 
Stories:  Creating  the  Alamo 
Model,  Rocky  Frie:  Prop  Supplier 
Ref:  STM009 


Volume  1 
Issue  10 

Briefings: 
Computer 
Systems,  The 
Krenim,  U.S.S. 
Enterprise 
NCC-1 701-D 
(Part  2), 

Seven  of  Nine 
Interviews:  Marina  Sirtis, 

J.G.  Hertzler 

Features:  Matt  Jefferies  - 
Designing  the  U.S.S.  Enterprise 
NCC-1701,  Writer  Robert  J. 
Doherty,  Visual  Effects  House 
Digital  Muse,  ‘STAR  TREK: 

New  Worlds,  New  Civilizations,’ 
STAR  TREK  Stories:  Quark’s 
ship  on  1940’s  Earth 
Ref:  STM010 


Volume  1 
Issue  12 

Briefings:  U.S.S.  Enterprise 
NCC-1 701-A,  The  Klingons, 
Stellar  Phenomena 


Interviews:  Andrew  Robinson, 
Robin  Curtis,  Brannon  Braga 
Features:  Designing  Borg 
Costumes  for  STAR  TREK: 

FIRST  CONTACT,  Matt  Jefferies  - 
Shuttles  and  the  Shuttlebay, 
Designing  the  Bat’leth,  Andre 
Bormanis  on  STAR  TREK 
medical  equipment 
Ref:  STM012 


Volume  1 
Issue  13 

Briefings: 

U.S.S.  Voyager 
NCC-74656, 

The  Malon, 

Kirk’s  Crew 
Interviews: 

Jonathan  Frakes, 

William  Campbell 
Features:  Designing  Civilian 
Costumes  for  STAR  TREK:  FIRST 
CONTACT,  A  History  of  Klingon, 
U.S.S.  Voyager  Shuttlecraft, 
Creating  the  Dominion,  Stephen 
Poe’s  Books,  Illustrator  Jim 
Martin,  The  STAR  TREK 
Role  Playing  Game 
Ref:  STM013 


Volume  1 
Issue  14 

Briefings: 

U.S.S.  Enterprise 
NCC-1 701-C, 
Starfleet 
Uniforms 
2350’s-2365, 
The  Romulans, 
Propulsion  Systems 
Interviews:  Robert  Beltran, 

Chase  Masterson 
Features:  Designing  the  Bridge  of 
the  U.S.S.  Enterprise  NCC-1 701- 
D,  Andrew  J.  Robinson’s 
‘A  Stitch  in  Time,’  Designing 
the  U.S.S.  Equinox  NCC-72381 
Ref:  STM014 


Volume  1 
Issue  15 

jpaijilpiS 

Briefings:  Deep 
|  Space  Nine, 

|  Lore’s  Borg, 

I  24th-Century 

1  Medical 
g  Equipment 
Interviews: 

Majel  Barrett  Roddenberry, 
Rick  Berman,  William  Sadler, 

Jon  Povill 

Features:  Designing  the 
Bridge  of  the  U.S.S.  Enterprise 
NCC-1701-D  (Part  2),  Ron  Surma: 
Casting,  Motion  Control  (Part  2), 
John  Colicos:  A  Tribute,  Elite 
Force  Computer  Game 
Ref:  STM015 


Volume  1 
Issue  16 

p  £ 

Briefings:  Earth 

1  History,  The 

1  Jem’Hadar 

rgr 

1  Attack  Ship, 

jet 

1  Gamma 

i~ it 

Quadrant 

Races 

Interviews:  Denise  Crosby, 

Nicole  deBoer,  Aron  Eisenberg, 
John  Meredyth  Lucas,  NASA’s 
Janice  Voss 

Features:  STAR  TREK:  The 
Animated  Series  (Part  1), 
Designing  the  U.S.S.  Enterprise 
NCC-1 701-D  (Part  3),  A  close  look 
at  the  U.S.S.  Voyager  NCC-74656 
Ref:  STM016 


Volume  1 
Issue  20 

SHI 

Briefings: 

U.S.S.  Relativity 
NCV-474439-G, 
l  Spock, 

1  The  Varro, 

“  The  Bajorans 

Interviews:  George 
Takei,  John  Savage,  Kenneth 
Biller,  Robert  Blackman 
Features:  Ronald  B.  Moore’s 
Visual  Effects  Journal:  ‘Fury,’ 
Designing  the  U.S.S.  Voyager 
NCC-74656,  Reinventing  the 
Klingons  (Part  2),  STAR  TREK 
‘Ships  of  the  Line’  Calendar, 
Captain  Kirk  loses  his  shirt 
Ref:  STM020 


Volume  1 
Issue  24 

Briefings: 

Miranda  Class,  1 

f  Affirm  * 

Wesley  Crusher,  1 

The  Vaadwaur,  J 
Starfleet  | 

£  lill  i 

Uniforms 

2366-73 

Interviews:  Marc  Alaimo, 

Susan  Gibney,  Martha  Hackett, 
James  Kahn 

Features:  Tim  Earls:  Set 
Designer,  Designing  Graphics: 

A  Klingon  control  panel,  Eden  FX, 
Creating  the  Bajorans,  Costumes 
for  the  Kai,  Activision  2001, 
Captain  Kirk  and  Computers 
Ref:  STM024 


Volume  2 
Issue  4 

Briefings: 

Deep  Space 
Nine,  Kira 
Nerys,  The 
Overlookers, 

Games  and 
Sports 
Interviews:  Garrett  Wang, 

Rick  Berman,  Michael  Piller, 

Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER 
Features:  Captain  Archer  and 
the  22nd  Century,  Designing 
STAR  TREK:  VOYAGER,  Greatest 
Props,  STAR  TREK:  VOYAGER: 
The  Writers  Look  Back 
Ref:  STM028 


Volume  1 
Issue  17 

Briefings:  U.S.S. 
Enterprise 
NCC-1 701, 
William  Riker, 
Cardassian 
Ships, 
Spaceborne 
Life  Forms 


Interviews:  Jeffrey  Combs, 
Patti  Yasutake,  Wendy  Neuss 
Features:  Creating  the  Ferengi 
with  Herb  Wright,  John  Eaves 
on  Arming  DS9,  STAR  TREK: 
DEEP  SPACE  NINE  Companion,’ 
STAR  TREK:  The  Animated 
Series  (Part  2) 

Ref:  STM017 


Volume  1 
Issue  18 

Briefings:  U.S.S 
Voyager  NCC- 
74656,  Alice, 
Kathryn 
Janeway, 

The  Klingon 
Civil  War 
Interviews:  Kate 
Mulgrew,  Marina 
Sirtis,  Josh  Clark 
Features:  STAR 
TREK:  VOYAGER: 
Season  Six  Visual 
Effects  (Part  1), 
Designing  the  Delta  Flyer,  An 
Inside  Look  at  ‘Unimatrix  Zero,’ 
Designing  the  Borg  Tactical 
Cube,  STAR  TREK:  New  Frontier 


Ref:  STM018  &  Ref:  STM18A 


Volume  1 
Issue  19 

Briefings: 

U.S.S.  Enterprise 
NCC-1 701-B,  The 
Trills,  Think  Tank, 

Starfleet 
Uniforms  2271 
Interviews: 

LeVar  Burton,  Cecily  Adams 


Features:  STAR  TREK:  VOYAGER: 
Season  Six  Visual  Effects  (Part 
2),  Designing  the  U.S.S.  Voyager 
NCC-74656,  Talking  to  an  Alien, 
Reinventing  the  Klingons  (Part 
1),  Aliens  and  Artefacts,  Mad 
Officers,  Andre  Bormanis  on 
what  constitutes  life  in  STAR  TREK 
Ref:  STM019 


Volume  1 
Issue  21 

Briefings:  U.S.S. 
Enterprise 
NCC-1 701-D, 
Federation 
Law,  The  Borg 
Queen’s  Ship, 
Standard  Issue 
Kit  2266 


Interviews:  Tim  Russ,  Rene 
Auberjonois,  Jonathan  Del  Arco 
Features:  Doug  Drexler  on  his 
work  as  a  STAR  TREK  makeup 
artist,  Ronald  B.  Moore’s  Visual 
Effects  Journal:  ‘Fury’  (Part  2), 
Klingon  Wooing 
Ref:  STM021 


Volume  1 
Issue  22 

Briefings:  The 
Raven ,  23rd 
Century  Aliens, 
Ferengi  Pod, 
Worf 

Interviews: 
Dwight  Schultz, 
Jonathan  Frakes,  Tiny  Ron, 

Merri  D.  Howard 

Features:  Designing  the  Interiors 
of  the  U.S.S.  Enterprise  NCC- 
1701-D,  Doug  Drexler  on  his  work 
as  a  STAR  TREK  scenic  artist, 
Compositing:  Odo  gets  some  new 
threads,  Gold  Key  Comics:  STAR 
TREK’s  Original  Comics 


Ref:  STM022 


Volume  1 
Issue  23 

Briefings: 

U.S.S. 

Dauntless 
NX-01A, 

Federation 
Starships, 

The  Borg 
Interviews:  Rick 
Berman,  Alice 
Krige,  Manu 
Intiraymi 
Features:  Creating 
the  Borg,  Borg  Costumes, 
Assembling 

the  Borg  Queen,  Designing 
Borg  Ships,  Borg  Makeup, 

The  Borg  Evolve,  Borg  Species 
Designations,  Becoming  Borg 
(Assimilation  FX) 

Ref:  STM023  &  Ref:  STM23A 


Volume  2 
Issue  1 


Briefings:  U.S.S. 

Grissom  NCC- 
638,  Dr.  McCoy, 

Q’s  Anti-time 
Future,  23rd 
Century  Aliens 
Interviews: 

William  Shatner, 

Nichelle  Nichols, 

Hans  Beimler, 

Jonathan  Del 
Arco,  John  Dwyer 
Features:  Designing  the  Future, 
Women  of  STAR  TREK,  On  the 
Frontier,  STAR  TREK  Guitar, 
STAR  TREK  VFX:  Levitating 
Commander  Riker 


Ref:  STM025  &  Ref:  STM25A 

Volume  2 
Issue  2 


Briefings:  U.S.S. 
Stargazer  NCC- 
2893,  Dr.  Bashir, 
Jupiter  Station, 
Tactics  and 
Maneuvers 
Interviews: 
Roxann  Dawson,  John  Logan, 

Eric  Menyuk,  Bryan  Fuller 
Features:  Designing  Species 
8472,  Designing  Ares  IV,  STAR 
TREK:  VOYAGER  The  Final 
Season,  Q2:  Father  and  Son, 

STAR  TREK:  DEEP  SPACE  NINE 
The  Continuing  Story 
Ref:  STM026 


Volume  2 
Issue  3 


Briefings: 

U.S.S.  Voyager 
NCC-74656, 

Kes,  U.S.S. 

Equinox  NCC- 
72381,  Worlds 
of  the  Delta 
Quadrant 
Interviews: 

Robert  Picardo, 

Rick  Berman,  Michael  Piller, 
and  Jeri  Taylor  on  Creating  STAR 
TREK:  VOYAGER,  Brannon  Braga 
Features:  Greatest  Visual 
Effects,  Greatest  Makeups, 
Greatest  Costumes,  Designing 
STAR  TREK:  VOYAGER 
Ref:  STM027  &  Ref:  STM27A 


Volume  1 
Issue  5 

Briefings: 

Pike’s  Starship 
Enterprise, 

Thomas  Paris, 

Project 
Pathfinder, 

Starfleet  Roles 
Interviews:  Cirroc  Lofton, 
Kenneth  Biller,  Bryan  Fuller 
Features:  Reinventing  the 
Ferengi,  Second  Unit,  STAR  TREK: 
VOYAGER’S  Greatest  Hair,  Marvel 
Comics,  Andre  Bormanis  on 
Suspended  Animation,  Bad 
Behavior,  Designing  the 
Type-12  Shuttlecraft 
Ref:  STM029 


Volume  2 
Issue  6 

Briefings:  U.S.S. 
Enterprise  NCC- 
1701-E,  Tasha 
Yar,  The  Voth, 
Galactic 
Archaeology 
Interviews: 
Patrick  Stewart 

Features:  Gene  Roddenberry,  35 
Years  of  STAR  TREK,  Reinventing 
the  Ferengi  Part  2:  The  Melting 
Pot,  Rick  Sternbach  STAR  TREK 
Illustrator,  Andre  Bormanis 
on  Gravity,  On  the  Frontier 
Ref:  STM030 


Volume  2 
Issue  7 

Briefings:  Starfleet 
Ships,  Odo,  The 
Dominion  Fleet, 
23rd  Century 
Aliens 
Interviews: 

Rick  Berman 


cnjTt; 


Features:  Meet  the  Crew 
of  ENTERPRISE,  Director 
James  Conway  on  the 
Making  of  ‘Broken  Bow,’ 
DC  Comics,  John  Eaves, 
The  Trouble  With  Q, 
‘Enterprise’  Lineage 
from  schooner  to 
starship,  Kirk’s 
Mission,  Andre 
Bormanis  on 
searching  for 
alien  life 
Ref:  STM031 


Volume  2 
Issue  8 

Briefings:  U.S.S. 

Enterprise  Refit, 

K’t'inga-Class 
Battle  Cruiser, 

V’Ger 

Interviews: 

Stephen  Collins, 

Robert  Wise 
Features: 

The  Director’s 
Edition,  Spock 
and  Xon,  Director’s 
Edition  VFX,  Finishing  The  Movie, 
Persis  Khambatta,  Visual 
Effects:  1979,  Robert  McCall, 
Harold  Livingston:  Writing  the 
first  STAR  TREK  movie,  The 
Memory  Wall,  Production  Design, 
The  Props 

Ref:  STM032  &  Ref:  STM32A 

Volume  2 
Issue  9 

Briefings:  U.S.S. 

Prometheus  NX- 
59650,  Geordi 
La  Forge,  Iden’s 
Rebellion, 

Starship 
Operations 
Interviews:  Scott  Bakula, 

Vaughn  Armstrong,  Brannon 
Braga,  Robert  Blackman 
Features:  Designing  the  Klingon 
Battle  Cruiser,  Obscure  STAR 
TREK  aliens,  ‘Starship  Spotter,’ 
‘Ships  of  the  Line’  Calendars, 
STAR  TREK  Science:  Andre 
Bormanis  on  Enterprise  NX-01  's 
systems,  Who  is  that  Alien?, 
Hallmark  Christmas  Ornaments, 

A  Versatile  Set 
Ref:  STM033 


Volume  2 
Issue  10 

Briefings:  Delta 

Flyer,  Scotty, 

Klingon  Culture, 

Starfleet 

Uniforms 

2270’s-2340’s 

interviews: 


Linda  Park,  Jeffrey  Combs, 

James  Horan,  Andre  Bormanis 
Features:  Designing  the 
Inspection  Pod  with  John 
Eaves,  Visual  Effects: 
‘Broken  Bow,’  Designing 
the  Runabout  with 
Rick  Sternbach, 

Borg  Maquettes  with 
Todd  Masters,  STAR 
TREK  Props  from  the 
Smithsonian  Exhibit, 
On  the  Frontier 
with  John  D.F. 
and  Mary 
Black,  STAR 
TREK  Stories: 
The  Secret  of 
the  Mandala 
Chakotay’s 
map  of  the 
Galaxy 


Ref: 

STM034 


Volume  2 

-_u  Jy-U 

Issue  11 

Briefings: 

Captain  Proton,  j 

Tuvok,  Freedom 

and  Niagara  1 

Class,  24th  1 

Century  Aliens  * 

tfsaWro 8 

Interviews: 

Connor  Trinneer,  John  Fleck, 
Phyllis  Strong  and  Mike  Sussman 
Features:  The  Art  of  Tim  Earls 
for  STAR  TREK:  VOYAGER, 
Storyboards  from  STAR  TREK: 
FIRST  CONTACT,  ‘Canon’  Books  - 
the  books  that  provide  ‘official’ 
STAR  TREK  information,  Will 
Richards’  Artwork,  Unobtainium 
Model  -  the  original  U.S.S. 
Enterprise  NCC-1701  shooting 
model,  On  the  Frontier 
Ref:  STM035 


Volume  3 
Issue  2 

Briefings: 

Federation 
Vessels,  Mirror 
Universe,  The 
Srivani 
Interviews: 

John 

Billingsley,  Brannon  Braga, 

Diana  Muldaur,  Tracy  Torme, 

Rob  Bowmen 

Features:  STAR  TREK  props  - 
Borg  arms,  STAR  TREK:  THE  NEXT 
GENERATION’S  Second  Season, 
Durinda  Wood  on  Season  Two’s 
costumes,  The  Borg  Attack, 
Production  Design:  Richard 
James  and  Season  Two, 

Designing  the  Klingon  Raptor, 
‘STAR  TREK  Bridge  Commander’  - 
Activision’s  new  computer  game, 
STAR  TREK  Stories:  How  to  Build  a 
Shuttle 


Volume  2 
Issue  12 


Volume  3 
Issue  3 


Briefings: 

Shuttlecraft, 

Data,  Irina’s 
Ship,  24th 
Century  Aliens 
Interviews: 

Jonathan 
Frakes,  Maurice 
Hurley,  Armin 
Shimerman, 

Majel  Barrett, 

Features:  DVD 
Box  Sets,  In  the  Beginning  - 
STAR  TREK:  THE  NEXT 
GENERATION’S  birth,  The  Making 
of  ‘Encounter  at  Farpoint,’ 
Imagining  the  Future,  Visual 
Effects,  24th  Century  Props 

Ref:  STM036  &  Ref:  STM36A 


Volume  3 
Issue  1 


Briefings: 

Danube- Class 
Runabouts, 

Delta  Quadrant 
Races,  The 
Nightingale, 

Chakotay 
Interview:  Anthony  Montgomery 
Features:  A  report  on  Grand  Slam 
2002,  Designing  the  Ti’Mur  with 
Doug  Drexler,  The  Magnificent 
Ferengi,  Hans  Beimler  on  STAR 
TREK:  DEEP  SPACE  NINE,  Picard’s 
Family  Album,  Jim  Mees  on  his 
time  working  on  STAR  TREK, 
Durinda  Wood’s  costumes  for 
STAR  TREK:  THE  NEXT  GENERA¬ 
TION,  STAR  TREK  Props,  STAR 
TREK:  The  Experience 
Ref:  STM039 


Briefings: 

Ares  IV, 

Miles  O’Brien, 

The  Lokirrim, 

Starfleet 
Equipment 
Interviews:  Dominic 
Keating,  Matt  Winston 
Features:  From  the  Wormhole  - 
how  alien  surfaces  were 
created,  Syd  Mead  on 
designing  V’Ger,  STAR 
TREK  props  -  Klingon 
food,  Chief  O’Brien’s 
Rank  is  explained, 

Starfleet  Technical 
Database:  Rick 
Sternbach  on  Intrepid 
Class  Design  Lineage, 

Image  G,  The 
Changing  Face 
of  Gul  Dukat, 

ENTERPRISE 
Visual  Effects, 

DC  Comics  STAR 
TREK:  THE 
NEXT  GENERA¬ 
TION,  Odo’s 
True  Form, 

Paint  Your 
Own  Borg 

Ref:  STM037 


Volume  3 
Issue  4 

Briefings: 

Admiral 
Janeway’s 
Shuttle, 
Starfleet 
Personnel, 

Son’a 
Mission  Scout  Ship, 

Dr.  Beverly  Crusher 
Interview:  Ethan  Phillips, 
Jonathan  Frakes,  Leonard 
John  Crofoot,  Ira  Steven  Behr 
Features:  Designing  the  U.S.S. 
Enterprise  NCC-1 701-C, 
STAR  TREK:  The 
Experience,  THE 
NEXT  GENERATION 
Season  Three, 
Vulcans  Acting 
lllogically,  Robert 
Blackman  on  cos¬ 
tumes  from  the 
third  season  of 
TNG,  Production 
Design,  The 
Making  of 
‘Yesterday’s 
Enterprise,’ 

Ref:  STM040 


Ref:  STM038 


Volume  3 
Issue  5 

Briefings: 

Project  Genesis, 

Khan  Noonien 
Singh,  the 
Ba’Neth, 

A  Guide  to 
Sickness 
Interview: 

Walter  Koenig, 

Nicholas  Meyer, 

Paul  Winfield, 

Robert  Sallin 
Features:  STAR  TREK  II:  THE 
WRATH  OF  KHAN  -  The  Director’s 
Edition,  ILM  Visual  Effects,  Ceti 
Eels,  The  Genesis  Demo:  How 
CGI  Changed  the  World,  The 
Early  Scripts,  The  Undiscovered 
Country,  The  Art  Department, 
STAR  TREK  II  Costumes, 

STAR  TREK  Stories:  New 
Members  of  Kirk’s  Crew 
Ref:  STM041  &  Ref:  STM41A 

Volume  3 
Issue  6 

Briefings: 

U.S.S.  Centaur 
NCC-42043, 

U.S.S.  Rhode 
Island  NCC- 
72701,  Stellar 
Phenomena, 

Tsunkatse,  Kai  Winn 
Interviews:  Patrick  Stewart, 
Robert  O’Reilly,  David  Ogden 
Stiers,  Ronald  D.  Moore 
Features:  STAR  TREK  NEMESIS, 
An  historic  year  in  space,  THE 
NEXT  GENERATION  Season  Four, 
Production  Design:  Locations, 
sets,  and  starships,  From  the 
Wormhole  with  Robert  H. 
Justman,  Season  Four  Makeup, 
STAR  TREK  Stories: 

The  changing  face  of  Spot 
Ref:  STM042 


To  order  your 
back  issues  of 
STAR  TREK: 

The  Magazine 
Make  a  note  of 
the  reference 
number  and 
please  call: 
1-877-612-7989 
(toll  free) 

OR 

send  your  order  to: 
STAR  TREK: 

The  Magazine, 

PO  Box  5033 , 
Westport ,  CT  06881 

OR 

order  online  at: 

www.stmagazine.com 


LETTERS  ?  LETTERS  -  LETTERS 


Our  special  issue  on  STAR  TREK 
II:  THE  WRATH  OF  KHAN  was 
very  well  received. 


Uncredited  work 

I  LOVED  THE  STAR  TREK  II  issue. 

I  think  Nicholas  Meyer  is  a 
genius,  and  this  is  definitely 
the  best  movie.  You  guys  really 
did  it  justice.  I  loved  the 
second  cover,  but  I  couldn't 
find  a  credit  for  it  anywhere. 

via  e-mail 

Thanks  for  reminding  us. 

The  cover  should  have  been 
credited  to  Adam  'Mojo' 
Lebowitz,  but  somehow  it 
slipped  through  without  us 
mentioning  it. 

High  praise 

Many  thanks  for  your  special 
issue  devoted  to  STAR  TREK  II: 
THE  WRATH  OF  KHAN.  It  was 
a  perfect  companion  to  the 
newly  released  'Director's  Cut' 
DVD  of  the  film. 

I  think  that  Nicholas  Meyer 
is  one  of  the  most  creative 
people  ever  to  be  associated 
with  STAR  TREK.  He  just  has 
that  grasp  of  what  makes 
classic  TREK  work,  and  that 
is  its  strong  characters  mixed 
with  a  battle  of  ethics  and 


emotions.  While  listening  to 
his  commentary  on  the  DVD, 
one  must  always  be  in  awe, 
and  a  little  bit  envious,  that  this 
person  got  to  create  arguably 
the  best  TREK  feature  film. 

Ryan  Pom  in  vi He 
Hudson,  W! 

Thanks  for  your  kind  words, 
Ryan.  We  entirely  agree  with 
your  comments  regarding 
director  Nicholas  Meyer,  who 
delivered  a  film  that,  as  you 
rightly  say,  is  still  regarded 
by  many  as  the  best  STAR 
TREK  movie. 

Romulan  support 

I  am  a  huge  STAR  TREK  fan, 
and  I  love  how  ENTERPRISE'S 
first  season  turned  out.  At  first 
I  was  concerned  that  after  35 
years  the  writers  would  run  out 
of  good  storylines.  However, 
judging  from  this  past  year  I 
don't  think  that  will  happen. 

I  am  writing  in  response  to 
David  Nilsen's  letter  about 
bringing  the  Romulans  into  the 
series,  and  having  an  Andorian 
aboard  ENTERPRISE. 

I  wholeheartedly  agree.  You 
can't  exclude  the  Romulans 
from  the  series.  They  were  the 
first  major  alien  race  ever  intro¬ 
duced  to  STAR  TREK,  and  have 
been  equally  important  ever 
since.  You  can't  leave  them 
out.  Plus,  there  are  so  many 
questions  about  them  in  this 
time  era,  especially  concerning 
the  war.  I  think  it  would  be 
fascinating  to  see  the  Earth/ 
Romulan  War  -  maybe  not 
right  away,  but  eventually. 

As  for  putting  an  Andorian  on 
ENTERPRISE,  it  would  be  very 
interesting,  but  right  now  it's 
too  soon.  I  don't  know,  maybe 
I'm  wrong,  but  that's  how  I 


feel.  As  I've  observed, 
nothing's  impossible  in  STAR 
TREK.  Keep  up  the  excellent 
work. 

Dianna  Tkaczow 
via  e-mail 

David  Nilsen's  letter  has 
certainly  provoked  a  strong 
response,  with  most  of  you, 
like  Dianna,  in  favor  of 
seeing  and  learning  more 
about  the  Romulans.  It 
would  also  appear  that  many 
of  you  would  like  to  know 
how  the  Earth/Romulan  War 
came  about  ... 

History  lesson 

I  agree  with  David  Nilsen  and 
love  the  idea  of  the  Earth/ 
Romuian  War  in  ENTERPRISE. 

It  would  be  terrible  if  that  is 
overlooked.  I  would  also  like  to 
see  more  early  Earth  history  in 
the  show,  like  the  founding  of 
the  Federation  after  the  war  as 
a  finale  episode.  Maybe  even 
have  flashbacks  to  the 
Sanctuary  Districts,  the  Bell 
Riots,  and  World  War  III  that 
only  happened  about  130  years 
earlier  to  give  a  better  under¬ 
standing  of  that  point  in  our 
history. 

David  Carson 
via  e-mail 

Handle  with  care 

I  know  that  on  the  original 
series  there  was  mention  of  a 
war  with  the  Romulans,  and  I 
think  that  if  the  time  period  is 
correct  then  it  should  happen 
on  ENTERPRISE. 

However,  in  my  opinion, 

DSS's  sixth  and  seventh 
seasons  were  the  worst  out  of 
all  the  seasons  because  of  the 
war  with  the  Dominion.  I  don't 
think  Gene  Roddenberry  would 


have  liked  it  at  all  that  way,  and 
frankly  I  think  the  writers  were 
too  eager  in  wanting  to  attract 
a  new  audience  by  adding  a 
bunch  of  violence  to  the  show. 

I  just  don't  think  that's  what 
STAR  TREK  is  about,  and  most 
longterm  STAR  TREK  fans 
would  probably  agree  with  me. 
To  me  STAR  TREK  is  about 
looking  to  see  a  brighter  future 
where  everyone  gets  along. 

The  war  is  a  part  of  STAR 
TREK's  history  so  maybe  we 
should  see  it,  but  only  if  the 
writing  is  handled  with  the 
utmost  care  and  responsibility 
to  Gene  Roddenberry's  name. 

Katy  Sanford 
via  e-mail 

Best  series  yet 

In  answer  to  the  question 
posed  in  the  August  2002 
issue:  I  love  ENTERPRISE  so 
far.  In  fact,  it's  my  favorite 
STAR  TREK  series,  because 
it  combines  the  action  and 
humor  of  the  original  series 
with  a  more  modern  look  to 
the  technology.  I  wanted  to 
throw  something  at  the  TV 
after  the  Season  One  finale  for 
making  me  wait  all  summer  to 
find  out  what  happens! 

Finally,  I  must  add  that  I 
laughed  out  loud  at  the  article 
analyzing  the  frequency  of 
Vulcan  illogic  (if  that  is  a 
word?). You  guys  MUST  get 
out  more  often! 

Paul 
via  e-mail 

If  only  we  had  more  time  ... 

PLEASE  NOTE  WE  CANNOT 
RETURN  ANYTHING  THAT  YOU 
SEND  US,  AND  YOUR  LETTERS 
MAY  BE  EDITED  FOR 
PUBLICATION. 
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If  Chekov  is  in  the  command 
division,  why  does  he  wear  a 
gray  shirt? 

Wrong  color 

If  Chekov  was  serving  as  the 
first  officer  on  the  U.S.S. 
Reliant  under  Captain  Terrell, 
why  didn't  he  wear  the  white 
command  colors  like  Spock? 

He  is  still  wearing  the  colors 
of  his  previous  position  as 
security/weapons  officer. 

Gaylon  R.  Crawford 
via  e-mail 

The  white  command  under¬ 
shirts  are  only  worn  by  offi¬ 
cers  who  hold  the  rank  of 
captain  or  above,  which 
includes  Spock.  Remember, 
in  this  movie  he  is  actually 
the  captain  of  the  U.S.S. 
Enterprise  NCC-1701,  but  he 
gives  command  to  Admiral 
Kirk  because  it  seems 
logical.  At  this  point  in 
Starfleet's  history,  first  offi¬ 
cers  always  seemed  to  have 
held  another  position  on  the 
ship,  so  Chekov  presumably 
wore  a  gray  undershirt 
because  he  was  both  the 
U.S.S.  Reliant's  weapons 
officer  and  the  first  officer. 


Mystery  captain 

I  have  been  wondering  for  a 
long  time  now  who  Robert  T. 
April  is.  I  know  he  was  the 
first  captain  of  the  U.S.S. 
Enterprise  NCC-1701,  later 
promoted  to  commodore. 

But  what  episodes  was  he  in, 
if  any;  who  were  his  crew; 
and  who  was  the  actor  that 
played  him? 

via  e-mail 

According  to  STAR  TREK 
legend,  Robert  April  was 
indeed  the  first  captain  of 
the  U.S.S.  Enterprise  NCC- 
1701,  but  he  never  appeared 
in  a  live-action  episode  of 
the  series. 

April  was  actually  one 
of  the  names  that  Gene 
Roddenberry  considered 
using  for  the  captain  of  his 
starship  before  he  changed 
his  mind  and  settled  on 
Christopher  Pike,  who  was, 
of  course,  replaced  by 
James  T.  Kirk.  Gene  wanted 
everyone  to  understand  that 
the  Enterprise  was  already 
an  established  ship  when 
Kirk  took  control  of  it,  so 
it  seemed  reasonable  to 
assume  that  Robert  April 
had  actually  commanded 
the  ship  before  Pike. 

Robert  April  does  appear 
in  both  the  'STAR  TREK 
Chronology'  and  the  'STAR 
TREK  Encyclopedia/  where, 
appropriately  enough,  he  is 
accompanied  by  a  picture  of 
Gene  Roddenberry. 

Robert  April  did  actually 
make  another  appearance  in 
the  STAR  TREK  universe, 
though  it  is  not  considered 
an  official  part  of  STAR 
TREK  history.  He  is  the 


guest  star  in  an  episode  of 
the  animated  series  called 
'The  Counter-Clock  Incident,' 
in  which  we  learned  that  he 
had  been  promoted  to 
commodore. 


Where  exactly  did  Khan  get  that 
belt  buckle  around  his  neck? 

Out  of  place 

When  we  first  saw  the  new 
uniforms  in  STAR  TREK  II,  I 
noticed  that  a  key  piece  was 
the  belt  buckle.  We'd  never 
seen  these  before,  so  how  is 
it  that  Khan  has  one  hanging 
like  a  pendant  around  his  neck 
when  he's  been  stranded  on 
Ceti  Alpha  V  for  20  years? 

Daniel  Lister 
Des  Plaines,  IL 

This  is  a  very  good  question 
and,  to  be  honest,  we  don't 


have  any  easy  answers.  The 
best  we  can  do  is  to  suggest 
that  what  you  see  hanging 
around  Khan's  neck  only 
looks  like  a  belt  buckle.  It's 
possible  that  it  was  some¬ 
thing  he  acquired  during  his 
visit  to  the  U.S.S  Enterprise 
NCC-1701,  perhaps  part  of  a 
strap  used  to  secure  the 
supplies  that  Kirk  left  him 
with. 

Dishonorable  act 

Klingon  culture  is  based 
upon  honor  and  courage  that 
a  warrior  receives  from  battle. 
This  being  true,  why  do 
Klingons  employ  a  cloaking 
device  on  many  of  their 
warships? 

Kevin  Knockenhauer 
via  e-mail 

This  just  goes  to  show  that 
the  Klingons  may  talk  a  lot 
about  honor,  but  when  it 
comes  to  it,  they  are  more 
than  willing  to  bend  the 
rules.  Remember  that  in 
'Day  of  the  Dove'  one  of 
Kang's  men  quotes  the 
Klingon  proverb,  "4,000 
throats  may  be  cut  in  one 
night  by  a  running  man." 
This  may  seem  hypocritical, 
but  the  Klingons  clearly 
believe  that  there  is  no 
honor  in  defeat. 
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STAR  TREK  Stories 


Assimilating  bird  feeders  and  cigarette  lighters 


Borg  Eqoipent 

In  STAR  TREK:  FIRST  CONTACT  some 
of  the  Borg’s  hi-tech  equipment  had 
distinctly  low-tech  origins. 

Dean  Wilson,  prop  master  for  STAR  TREK: 
FIRST  CONTACT  found  what  he  was 
looking  for  in  the  Top  Flight  Birdfeeder 
company  catalog:  “Finch  feeder,  heavy-duty 
acrylic  and  stainless-steel  construction. 
Indestructible  by  squirrels!”  He  placed  an 
order  for  60  of  them. 

In  a  local  electronics  store,  Alan  Kobayashi, 
scenic  artist,  also  found  what  he  was  looking- 
for  —  a  wooden  barrel  filled  with  surplus 
Marlboro  promotional  cigarette  lighters. 

When  he  flicked  the  button  on  the  small,  clear 
plastic  lighter,  the  interior  flashed  brightly 
with  miniature  red  LEDs.  He  bought  the 
entire  stock  of  150. 

Dean  wasn’t  feeding  finches,  and  Alan 
didn’t  smoke.  What  they  needed  was  ready¬ 
made  Borg  technology.  Both  of  these  ‘found 
items’  got  the  nod  from  production  designer 
Herman  Zimmerman;  his  staff  would  now 
have  two  fewer  props  to  design. 

Put  to  good  use 

Dean  needed  multiple  power  packs  for  a 
key  scene  in  which  Borg  drones  constructed  a 
communications  beacon  on  the  deflector  dish 
of  the  Enterprise.  The  drones  plugged  these 
power  packs  into  the  array  one  by  one, 
bringing  it  up  to  full  power  while  Picard 
desperately  tried  to  stop  them.  The  prop 
master  also  needed  several  distinctive  neuro¬ 
processors,  one  of  which  Picard  removed  from 
a  dead  Borg.  It  had  to  be  small,  but  still  func¬ 
tional. 

The  birdfeeders  were  opened,  neon  lighting 
was  installed,  the  interior  wrapped  with 
colored  gel,  and  contacts  were  fitted  so  that 
the  power  pack  would  instantly  light  when 
plugged  into  the  Borg  beacon.  The  lighters 
were  first  opened  and  drained  of  their  fluid. 
The  outer  case  was  detailed  to  create  an 
intricate  Borg  memory  chip.  Since  the  tiny 
non-replaceable  batteries  only  lasted  a  couple 
of  hours,  dozens  of  identical  spare  chips  were 
made  to  guarantee  enough  to  last  through 
the  long  days  of  filming. 

Is  this  what’s  meant  by  thinking  outside  the 
cube? 


The  Borg’s  subspace  communications  array  was  actually  made  from  converted  bird 
feeders  which  were  customized  by  the  STAR  TREK:  FIRST  CONTACT  team. 


The  neuro¬ 
processor  Picard 
retrieved  was 
made  by 
converting  a 
cigarette  lighter. 
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I  Leonard  Nimoy 

0  On  his  first  time  behind  the 
camera ,  directing  STAR  TREK 
III:  THE  SEARCH  FOR  SPOCK. 


The  BIRD-OF-PREY 

ILM  reveal  how  they  built  a  BIRD-OF-PREY  for  the  Klingons 
and  created  the  stunning  effects  for  STAR  TREK  III. 


TNG's  Fifth 
Season 


The  show’s  creators  look  back  at 
STAR  TREK:  THE  NEXT  GENERATION’S 
fifth  season,  when  the  show 
went  from  strength  to  strength. 
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The  Bajorans 


A  Guide  to  Bajor 
The  Bajoran  system 
Jerado 

Bajor  and  Starfleet 
Bajoran  agriculture 

Bajoran  myths 
and  legends 
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The  Qomar 


★  The  Qomar 
it  Qomar  ships 

★  Qomar  space 
station 
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